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Go down the hallway until you see a door- unlock it. Play a little b-ball (fig. 3) then check out the quotescroll in the corner. It 
contains clever and pithy comments from the LGS creative team during the making of Thief. 
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You may also want to spend a little time practicing your mantling and jumping, since you will be doing a lot of it while searching 
for loot on the expert levels. The best treasure is often found in hard to reach places, and repeating jumps and mantles can have 
adverse effects on your time (if you care). 

Make sure to run to the end of the hall before going to your room to grab the goblet (50 goods) on the table (fig. 4) 




Fig. 4 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Lord Bafford's Manor 




"I Have A Simple Job Planned For This Evening. . . The Time Is Right For A Bit Of Burglury. . . 

TABLE OF CONTENTS 

1) Breaking In 

2) The Basement 

3) The First Floor 

4) The Throne Room 

5) Getting The Loot/ Getting Out 



Objectives: 

• Break In Via The Well House 

• Steal Bafford's Jeweled Septre 

• Get Back To The Streets 

• Don't Kill Anyone 

Loot Requirements: 700 
Loot Available: 1429 
Loot Accounted For: 1429 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 

Go past the front gate on your left, headed South till you can turn right (West) at the Blue 'Moon & Star' sign. Walk a few feet 
beyond the loud ticking machine and look to your left for the arrow cache. (figure 1). 




Figure 1 



Breaking In 

Continue on past the arrow cache until you see a sewer manhole plate under a gas lamp (the noisy one). Pass it and head East . 
You'll pass the sound of voices and come to another gas lamp on the right- look behind it for the manhole plate (figure 2). Open it 
and climb down. Go East at the 4-way intersection. You'll see a door(figure 3). Flip the switch inside and look closely for the bracelet 
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(100 gold/100 gems) on the ground by the wood shards. Head East thru the gate you just opened with the switch (figure 4) and 
climb the ladder. You'll hear the guard singing. 




Figure 4 



Sneak up behind the drunk guard and pickpocket the key, but be wary of the other patrolling guard. Open the well house door 
and climb in to the well. Long drop. When you hit bottom do a complete 180 degree turn and head West . When you reach the oval 
room with the water draining from the ceiling (figure 5), dive under and go down the small tunnel to a room with a few small 
spiders and a chest with a ring (100 gold). Swim back out to the oval room and head West again. Follow the current and look for a 
breach in the wall on your right (figure 6). Walk up into a storeroom 




Figure 5 Figure 6 



The Basement 

Head into the next room and grab the healing potion in the chest. Sneak over to the open door to your left and wait for the 
guards conversation to end. When they start to walk away, follow the guard heading East. Follow him till he crosses the room the 
earthy floor and some metal grates (you can avoid them by using the doorway on the right. The guard will take up a post in the next 
doorway. If you're avoiding damage stats, you can sneak behind him to the right and lean forward to get the two flashbombs in the 
chest. Go left (North) behind him and hug the wall down to the stairwell and head up to the first floor. 

The First Floor 

The chest on the left has some coins (5 gold), the other contains a worthless vase. (If this is your first time to pick up junk, it 
won't go into your inventory - it remains in the center of the screen until you 'drop' it - default 'r' key. Be careful about this in the 
future - if you have to drop junk in an area with guards nearby, they will hear you and come to investigate. Always try to drop junk 
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on carpet or grass if possible). Take the first right and go through the door to the left of the torch when the hall ends. Go straight 
through this room into the kitchen and grab the gold vase on the top shelf to the right of the fireplace (100 gold). Go back out and to 
the southwest corner of the hall. Go out the west doorway and head through the carpeted area. You'll emerge in the southern wing. 

Knock out as many torches as possible here, and begin sneaking west through the wing. The last door on the right in this wing 
opens to a room that contains a gobblet (50 goods) and a gold plate (50 gold) on the table at the far right end of the room. Beware 
the patrol. Go back across to the North door Go up the stairs. Grab the vase (100 gold) and follow the staircases around 
counterclockwise. Grab the vase (100 gold) from the table in the next room. At the foot of the stairs, beware the guard when he 
passes, then head across the hall to the right and out into the courtyard. In the courtyard, take the staircase to your immediate left 
and head East at the top (figure 7). Walk right up to the yellow and gold 'B' banner and slash it with your sword, revealing a secret 
passage to the throne room (figure 8). 




Figure 7 Figure 8 



The Throne Room 

Emerge as quietly as possible onto the beams. Take out all four torches in this room so you will have more freedom to move on 
the beams. This guards ears are VERY sensitive and he is trigger happy with the gong, so move as slowly as possible. This is a good 
place for a quick save. Get as close as you can to him, throw a flash bomb and then jump down and blackjack him. (If you're playing 
'0 damage' style, you should proceed to the next section to collect all the loot, then come back to the Throne room and just outrun 
this guard instead of blackjacking him.) You may take a little damage from the jump. Grab his key and the sceptre from the adjacent 
trone room, then use the left door to exit. This brings you out into a recessed area - hug the left corner for a few moments and 
figure out how the guard patrols are staggered. 

If you grabbed the two vases in the round rooms earlier, you've met your loot requirements, but there's a considerable amount 
left in the rooms up and down this hall. It is easier to loot up here if you blackjack the guards first, but why do it the easy way? Best 
to just avoid them. If you decide to take him out, the ideal spot for this task is at the end of the carpeted areas on the corners of the 
hall. The timing and position has to be just right, and you have to make sure you're standing completely in the dark, so this is a good 
place for a quick save if you plan on more looting. 

To loot the upstairs hallway (adjacent to the throne room), start at the Southern end. The first room contains a ring (100 gold) 
on the far bookcase. Working North down the hall the dining room on the right has 2 gold bottles (100 gold) on the right table. Pass 
the throne room entrance and Bafford's bedroom on the right contains a bracelet (75 gold/ 50 gems = 125) and 4 stacks of coins 
(total 48 gold). The last room on the left is the library- grab the bracelet on the right hand table (100 gold/100 gems =200) and 
continue on. 

Getting The Loot/ Getting Out 

Once in the library at the North end of the hall. Grab the tiara (75 gold/50 gems = 125) on the table to the right if you haven't 
already, then head out the door at the other end of the room. Continue West down the walkway until you pass a staircase on your 
right, then follow the hall West past a second set, turn the corner and enter the first room on the right (beware the patrol). Go up 
the stairs and loot the last chest on the right for some coins (12 gold). The rest contain junk. 

Backtrack out to the hall, turn right and pass the spiral stairs on the right. Up the stairs in the next room is a crate with more 
coins (12 gold). Go back to the hall, make a left, go around the corner, and back to the second staircase on the left and follow the 
round rooms around to the North wing (check your map), stopping to loot the chest in the second room for a gold bottle (50 gold). 
From the North wing, go right thru the West door and make another left, grabbing the coins on the table (12 gold). Go back out and 
head South through the art room. 

You are now in the South wing. Through the Western door to the right is a bench with a chalice (15 goods). Go back out and 
head North through the art room and across the North wing. Go up the stone path, flip the switch for the gate on the right wall, and 
hit the streets. 

There is a way to collect all this by using the spiral staircase out front, but it's almost impossible to do it covertly. If you plan to 
use this method, thus alerting the guards, make sure to flip the gate switch in the North wing first, or they will kill you while you're 
waiting for the gate to rise). Follow the rooms around, stopping to loot the chest in the second room. Following the stairs will bring 
you into the North wing. Take the first doorway to the right, onto the carpeted hall. You will see a stone walkway. Look for the 
switch on the right which will open the gate (figure 9), taking you back to the streets. 
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Figure 9 



For a little extra fun on this mission, see if you can get all the guards to chase you around, then lead them out the front gate and 
lock them out. You'll need a lot of healing potions, but there's nothing funnier than a garrison of angry guards shaking thier fists and 
threatening you after they've been duped. 

Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Break From Cragscleet Prison 




"Apparantly They Didn't Approve Of His Occupation. . . & I Doubt They Approve Of Mine" 

TABLE OF CONTENTS 

1) The Mines 

2) The Factory 

3) The Prison 

4) The Barracks & The Evidence Box 

5) Finding Nammon's & Felix's Notes 

6) Getting Out 



Objectives: 

• Find and release Cutty and Basso the Boxman 

• Find your lucky hand of glory (in Issyst's cell) 

• Don't Kill Any Humans 



New Objectives: 

• Find Evidence Box 

• Find Felix's Map 

Loot Requirements: 1000 
Loot Available: 1688 
Loot Accounted For: 1688 

For Complete Loot Locations, go to the Loot Map. 
For Hints and FAQ's, go to the Secrets Page. 



The Mines 

Jump in and grab the gem (35) in front of the rock as you enter the shaft. Once inside avoid the body. Go down the passage to 
the right for a gold and a silver nugget (150 ttl) , then back to the body. From the body, go left in the toward the factory, thru the 
shaft with the beam obstruction to the elevator. Ride the elevator down one level, kill the spider and grab the moss arrows-you'll 
need them later. Leave the elevator going North then, avoiding the body, thru the door to the right. In the room with the electric 
machine, follow the small 'tube' on the right (fig. 1) into a room with three bodies. You can walk straight thru the room and mantle 
up several times till you see an opening on the left. Walk the ledge into the other room and jump across for a silver nugget (50). 
From here you can go back to the broken bridge, climb onto the wooden side and mantle up to the next level (fig. 2). 
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Take the first left past the stained glass window and go up the stairs to the chapel (fig. 3). You should find in this room: 1 
healing potion, 2 holy waters, some water arrows, a candlestick (50) and a hammer (75) in the window sill. There is also a fount of 
holy water so you may want to play a little chase with the zombies up here, then lure them into the chapel. Head back toward 
the elevator and then West past the dead Hammerite. Turn left/North onto the tracks toward the factory. Hug the right wall to avoid 
the booby trapped skeleton. There is a gold nugget (100) and a silver nugget (50) at the top of the ladder in the next room. Move 
forward into the hall and go left. Pass the first entrance to the room with the stairs and hide in the shadows on the second doorway. 
Douse the torch and sneak past the guard and up the stairs. Take the door on the right/north and go north thru the rooms and up 
the stairs. When you reach the 'mines' sign, go right/south and onto the catwalk (fig. 4). 



t 




Fig. 2 Fig. 3 



The Factory 

Past the wooden door, go left/South into the factory. Crouch down and follow the wooden bridge to the end. Believe it or not, the 
faster you do this, the less the workers notice. Lean over the edge of the ledge and shoot a moss arrow onto the ground (fig. 5). 
Turn around and watch for the patrol to walk away, then jump the wall and run forward up the sets of stairs and hide in the 
shadows near the next guard station. Hug the shadow on the right wall and wait until the conversation is over, then pickpocket the 
guard as he walks by (or you can follow him and blackjack him around the next corner). 




Fig. 5 



The Prison 

Releasing Cutty 

Head for cellblock 4. Kill the torch at the entrance and sneak across here with the help of the flickering light. Go left/South up the 
stairs toward cellblock 4. Cross the room sticking to the shadows and watching the direction of the post guard in the room above. Go 
up the stairs and toward the guard room using the same tactic. Hide in the corner opposite the door. Unlock it and sneak behind the 
guard to flip the switch (fig. 6). Cutty is in cell 6. The controls work as follows: 
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broad head arrows. Back to the shrine. There is a room on the backside of the patrol route that contains a hammer (75) a book, and 
two very angry mages. 




Fig. 12 



Head south down the hall, then make a right and go up the stairs. When the hall splits, take the left room first. Go thru the door 
in this room and observe the patrol thru the window. Get his key. Go back to the office and loot the wall locker (evidence box). It 
contains a gem (100) and a bracelet (125). Grab the scroll on the shelf next to the desk for yet another problem. Nammon has 
stolen Felix's notes. We'll deal with that in a minute. For now, go to the room at the other end and loot the wall locker for a gem 
(100) and a bracelet (200), and slash the banner on the left for 3 gold bottles (150 ttl) (fig. 13). 




Fig. 13 



Finding Nammon & Felix's Notes 

Work your way back to the prison and the entryway for cellblock 3 and 4 (with the flickering light). To the left of the guard 
window is a crawl space (fig. 14). You will find Nammon, Felix's notes, and some coins (78 ttl) in the far Southeast corner. Go back 
out to the guard station. 




Fig. 14 



Getting Out 

Keep Basso with you, dropping him only to use your hands. Cross the guard station (with the aid of the flickering light) back to 
the West side of the room. Shoot a noisemaker or broad head across the room. When the guard comes out, quickly grab Basso and 
run into the guard room, jump the railing (fig. 15) and ride the waterfalls back down to the mine level. 
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Fig. 15 



Follow the water until you come to a coal cart underwater on your left. (Note: you move considerably slower underwater while 
carrying a body, so don't waste time). Go left and climb up (you'll have to drop Basso, walk out, them pick him up again). You may 
want to stash Basso and deal with the patrol guard. Proceed thru the mines till you see some tracks on the right. Follow them to the 
tracks with the beam laying across them. Turn right and continue following the tracks past the booby trapped skeleton (which you 
should have defused earlier). Turn left and pass the dead Flammerite to get to the elevator shaft. Press the top button (and be 
patient). The third button will take you back to the entrance. Exit the elevator to the left and go toward the body buzzing with flies. 
Follow the tracks out. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Down In The Bonehoard 
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"Think I'll Go Make Some Inquiries About Where A Heretic Like Me Can Get Some Holy Water. . . Always Go Prepared." 

TABLE OF CONTENTS 

1) Entrance/ Upper-Southern Vaults 

2) Upper Northern Vaults 

3) Where Am I? (The Burrick Caves) 

4) The Halls Of Echoing Repose 

5) The Horn Of Quintus 

6) The Mystic's Soul 

7) The Mystic's Heart 

8) Getting Out 



Objectives: 

• Steal the Horn of Quintus 

• Steal the Mystic's Soul 

• Steal the Mystic's Heart 

Loot Requirements: 2000 
Loot Available: 2450 
Loot Accounted For: 2450 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 

Equipment recommendations: Holy water, water arrows, healing potions. Save 5 fire arrows for the end of the mission 



Note 2): All Golden Bone sub-mission information will be in GOLD italics. 



Entrance/ Upper Southern Vaults 

The crypt to the West has a chalice (15). Go down the rope and onto the boards. There's a zombie below, but no loot in the 
room, so drop and head out the Southeast corner. Follow the stairs. The left passage leads to some info about the Horn if you're 
interested. The right passage leads to a hall- take a right at the drop off and pick up a healing potion on the floor of the Alarus 
extention (look close), then go down the hall into a large room. Turn right in the room and go up the green stairs into the Upper 
Northern Vaults. 

Upper Northern Vaults 

Climb the stairs and pass a chapel on your left (which contains a holy water fountain- remember this if you have zombie trouble) 
and continue on. The first room you come to has a vase (100) in the Southeast corner (beware the floor traps). In the next room, 
climb down the rope on the left. Go South and open the blue box by the body for a gem (100). Go to the next room and jump in the 
water (fig. 1) , headed North. You will emerge in a room hearing windchimes. Go to the far end and open the boxes (they're booby 
trapped so stand to the side)- the left one has a speed potion, the right one has six fire arrows. Go back across the pool and climb 
down the ladder (beware falling rock at the bottom- move quick!). Go into the red caves. 
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Fig. 1 



Where Ami? (The Burrick Caves) 

No help from the map on this one. Follow the tunnel to the end and watch out for the burrick patrols. Jump into the earth tunnel 
and go right. Drop through the hole (fig. 2) and swim Southwest to the set of stairs. Beware the darkened floor traps (the best way 
through here is to walk diagonally between the traps- don't try jumping. The red dots indicate traps - fig. 3). 







Fig. 2 Fig. 3 



Read the info on the Mystic's heart, grab the six fire arrows and the purse (100). Back down the stairs, swim over to the East 
earth tunnel and use a rope arrow to climb back down to the main burrick cave. From here, go right in the main cave and go right to 
the tunnel in the rock. Flead East to the 4-way intersection. Go right (East) and right again at the end. Run past the burrick in this 
cave and grab the rope. In this room is some info on the Mystic's Fleart and 6 water arrows. 

Climb back down and take the first passage to the right, thru the room with the dead burricks, then left back to the 4-way. Take 
the West passage till it ends and grab a gold nugget (50- beware the hole and very very long drop- the hole is not present in the 
Gold Edition). Back to the 4-way and South to the large burrick cave again. Flead to the left until you see another tunnel up high with 
a rope dangling (fig.4). Climb up and follow it till you come to a huge cavern with several openings. Drop onto the ledge and head 
left to the next red tunnel. Follow it to the Flails of Echoing Repose. 




Fig. 4 



Scenic route: drop down into the water and swim East to the shore. There's some info on the Mystic's Soul. Follow the tunnel 
around to a ledge and jump across. Drop left, and enter the burrick tunnel, staying to the leftside. When you come to a passage too 
small for you, take the one to the immediate right and follow it to the red tunnel. Jump out and follow the water around to a crack in 
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the ceiling and swim up. 

If you're collecting the golden bones -which comes in very handy later- stop off in the first air pocket and grab the first of four 
you will need to collect. 

Climb the stairs and head East thru the structures to the red tunnel where the instructions for the Halls of Echoing Repose begin. 

The Halls of Echoing Repose 

For simplicity this section will be divided into three smaller parts. You will be led from one objective to the next, each section 
starting with a familiar reference point: Horn; Main entrance (where you are now- hereafter referred to as 'the main entrance'). 
Mystic's Heart; Wooden ramp (the first wooden ramp you'll come to- referred to hereafter as 'the wooden ramp'). Mystic's Soul; 

Main ramp (the first ramp you'll come to, with two coffins near the base- referred to hereafter as 'the main ramp'. Note:l) Save at 
least 5 fire arrows for stealing the Mystic's Heart. Use holy water and water arrows on zombie's as much as possible. 2)It is 
beneficial to collect the 'golden bones'- 4 extremities and a skull- for later in the mission- the locations will be noted in <> marks. 

First two golden bones: Go around entrance pillar and stay to the far left and look for the staircase enclosed in a white half-wall. 
There is one in the doorway to this area. For the other (if you didn't come the scenic route) descend the stairs and swim to the first 
air pocket- the bone is floating here. Go back to the stairs, c/imb up, and head East back to the main entrance. 

The Horn Of Quintus 

The first room (not passage) to the right is a room with 4 bodies, a vase (100) and a golden bone. Deal with business, then head 
out and take the first left turn (fig. 5). When you come to Felix's fine looking corpse (and his info on the Horn), you will see a hallway 
to the Soutwest. Down the first passage is a room with a body (you should hear the sound of a fire trap above). Take the second 
ladder on the left and climb to the top coffin for a gold cup (25). Go back out and to the next door on the right. Open it and stand 
back to wait for the falling rocks. There are two bodies here that you can avoid or destroy. Walk straight thru the room and grab a 
vase (100) behind the rocks. Leave the room and make a left to go back to Felix's body. Pass him staying to the right (fig. 6). You 
will eventually come to the main ramp. 




Fig. 5 Fig. 6 



(At some point, go South from this ramp thru the next round room and East down the first right passage. Take the first door on 
the left and walk the outside ledge to the other side (the middle is booby trapped- use this to your advantage if you can lure some 
zombie's in here). Climb up for a goblet (50). Don't worry about the doorway over to the right- that comes later. Take a right out of 
the room and stay left till you come back to the main ramp.) 

Ascend the ramp and turn right over the body. This walkway leads to the wooden ramp. Go up (jump the gap) and make a left 
up the stairs then go up the next ramp. Turn left and stick to the right hand wall to avoid the purple energy blasts and turn right 
down the hall and into the cave. 




Fig. 7 Fig. 8 
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Fig. 9 



The burrick's should leave you alone. Head North toward the brick edifice and proceed to the tall column in the middle of the next 
room. There are a series of ladders you will have to climb to the top (quicksave between jumps). At the top grab the Horn of 
Quintus. Try to jump so that you are landing parrallel to the catwalks (fig. 11). 




Fig. 10 Fig. 11 



At the top grab the Horn of Quintus. At this point it's easier to jump to the first few ledges and then to the walkways than to go 
back the way you came. Head back thru the burrick cave (they should be good and angry now) going Southeast. Backtrack to the 
bottom of the wooden ramp. 

Before you go after the Mystic's Soul, pass up the wooden hall (with the gap- that leads to the wooden ramp) and keep going to 
the next open area. Go right at the intersection (with the pile of bones) and follow the ramps up to the top room (the narrow hallway 
leads to an outside crypt with no visible loot.). Shoot a rope arrow and climb down (fig. 12). Avoid standing directly in front of the 
face, but grab the two eyes/gems (100 each) and four rope arrows in the blue box behind the back column. Climb out and backtrack 
down the ramps. When you reach the intersection with the bone pile, quicksave, then jump across to the ledge on your left, (if 
you're playing Thief Gold the ledge is made of wood and you can shoot a rope arrow into it - fig. 13). This is the Marad tomb. There 
is a chalice down on the left (15). Go back out to the ramp, making a left at the intersection (at the bone pile) to the bottom of the 
wooden ramp. 




Fig. 12 Fig. 13 
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The Mystic's Soul 

From the bottom of the wooden ramp go left (fig. 14), then turn right into the hall with the hammer cutouts on the walls. This 
leads to a room with a hammer pattern on the floor. Don't step into the light, but go to the three extremities and grab the chalices 
(45 ttl). 




If you've collected three golden bones thus far, climb down one of the ladders in this room. Throw the bones into the coffin, 
along with the 4th bone and skull you'll find. The floor will light up revealing 8 water arrows, 4 fire arrows, and 1 vial of holy water. 
Climb back out. 

Leave this room and go to the next one on the right. (In Thief Gold- there is a fire beast here that will drop fire arrows when 
doused with water arrows. If you douse him enough, he will run away, giving you time to complete your task). Note the 4 doors in 
the floor that light up when you center them (fig. 15). That's where you're going. Using your fire arrows, light the 5 torches around 
the room. Every door in the room opens (including your escape hatch -fig. 16) and it turns into Night of the Living Dead. 




Fig. 15 Fig. 16 



You can take these zombies out with your remaining fire arrows and take a look around (no loot) or jump through the door in the 
floor. Swim to the next room. Look around and observe the traps. At the South end of the room is the Mystic's Soul (fig. 17), but 
note that the floor in front of the stairs has two rows of darkened tiles. These set off the arrow traps on the columns to the left and 
right, and well as the energy bolt traps embedded in the stairs. The pressure traps on the stairs set off the engery bolt traps at the 
north end of the room where you just emerged. The best way to pull this off is to run up one side of the stairs, jump onto the side 
rail (fig. 18) and wait till the energy bolts are finished (there's stragglers, so be careful- this is a good place to quicksave). 
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Fig. 17 Fig. 18 



Stand as far away from the gem as possible, out of the line of fire traps in front of you. Grab the gem (500) and jump back to the 
railing till the traps have all gone off (fig. 19). Be careful of the floor traps going back to the ladder, which will lead back to the black 
and white checkered tile room. Exit the room to the left and backtrack North past the wooden ramp to the top of the main ramp. 




* * 5 * 

mm 

Fig. 19 



The Mystic's Heart 

From the top of the main ramp (fig. 20), climb the ladder up to the coffins, then mantle up into the room. Drop or avoid the 
burrick in the next room and go thru the back door (fig. 21). 




Fig. 20 Fig. 21 



Quicksave here. You will need to drop down, then move to the right or left as quickly as possible, after memorizing the location 
of the energy bolt's impact. Work your way down and go thru the door at the bottom (fig. 22). You'll see a sign warning you not to 
step in front of the statues. Good advice. The best route (fig. 23)is straight thru the room between the far Western statue, but to the 
right of the column. Go around this column, then weave your way thru the remaining pillars to the East side of the room, staying as 
close to them as possible. Stick to the left wall and step into the next room. 
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Fig. 22 Fig. 23 



Beware the Flaunt appearing in the middle- stick to the shadows or drop him with a fire arrow. The Mystic's Soul is in the blue 
box at the end (1000). Step into the alcove behind to teleport back to the top of the beam/ energy bolt obstacle. 

Getting Out 

Go back thru the burrick room, climb down the ladder and go down the main ramp. Flead South thru the next room to the 
staircase, stopping to grab the silver nugget the right window sill (50), then East through either of the passages which lead back to 
the main entrance. Once there, go back thru the red tunnel, make a right into the cavern and climb the rope to the earth tunnel 
(Flint: if you're having trouble, try jumping to the right side of the tunnel). Climb the rope down into the burrick cave and head to the 
right/Southeast to the next tunne on the right. Run up the board to the red tunnel (note the yellow arrow marks on the walls), and 
follow it back to the Upper North Vaults. Climb the ladder and jump into the pool headed South. Go thru this room and climb the 
rope in the hall. Go right/South out of the room with the tiled floor and down the stairs to the next room. Turn the corner and go 
right again, passing the chapel on your right. At the bottom of the stairs turn right and go out onto the ledge. Quicksave and jump 
back to your rope, climb up to the boards and head South back to the entry tunnel, then up the rope to get out. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrou 
Assassins 



"That Arrow Was Meant For Me. , 

TABLE OF CONTENTS 

1) Trailing The Assassins 

2) Breaking In/ Silver Fire Poker 

3) Ramirez' Bedroom 

4) Looting the 2nd Floor 

5) The Basement/ Ramirez 

6) Getting Out 

7) Getting Home 



Objectives: 

• Trail The Assassins 

• Steal Bafford's Jeweled Septre 

• Break In 

• Steal Ramirez' Purse 

• Steal Ramirez' Purse 

• Steal Ramirez' Silver Fire Poker 

• Get Out 

• Get Home 

Loot Requirements: 2000 
Loot Available: 2705 
Loot Accounted For: 2705 

For Complete Loot Locations, go to the Loot Map. 
For Hints and FAQ's, go to the Secrets Page. 



Trailing The Assassins 

Obviously someone's trying to kill you. Before trailing them, grab as much equipment as you can. There are several routes the 
assassins use. They will turn and look back every 30 paces or so. Make sure to cling to the shadows, and be sure to use moss 
arrows to cover metal bridges and stairs (fig. 1). Eventually you'll come to Rameriz' place (fig. 2). 
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Fig. 1 Fig. 2 



Breaking In/ Silver Fire Poker 

You can climb the wall here by stacking boxes and mantleing up, but it is incredibly time consuming (see the Assassins FAQ for 
more details). To go in thru the yard, wait for the patrols conversation to end, and their footsteps to fade well away, then fire some 
moss arrows onto the red gravel and go left/West. Beware of the overhead guard (he may hear you and leave his post to come 
looking. Just stay in the shadows and move along). Stick to the left wall until you reach the narrow part of the yard, then cross over 
in the shadow and stick to the right wall. There are two individual guards, as well as a 3 man patrol in this area, so move slowly. 
You will reach a section of red roofing. Give yourself time to pick the lock on the door opposite the castle, grab the flashbomb inside 
and climb the ladder. Jump across to the red section and mantle onto the balcony (fig. 3). 




Fig. 3 



Ramirez' Bedroom 

The chest to the right of the bed has a basement key. Crouch down and grab the ring (100) immediately in front of it. The door 
to the left of the fireplace is empty, but the bathroom to the right has 4 candlesticks, 2 chalices, 2 gold bottles, and an amulet (405 
ttl). Grab the place setting in front of the fireplace which should include 2 gold cups, 2 gold bottles, and I gold plate (200 ttl). Grab 
the vase (100) on the mantle, (the papyrus is a letter to the corupt Commissioner) then extinguish the fire with a water arrow. Climb 
inside by crouching, look to the right for a gem (100) and to the left for the switch (fig. 4) to open the hidden passage. Rameriz' 
Silver Poker (fig. 5) is on the right (200) and the blue box at the end of the passage contains a purse (100). 




Fig. 4 Fig. 5 
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Looting the 2nd Floor 

Leave the bedroom and head down the hall to the right/South (there are two guards patrolling up here). The next door on the 
right has a vase (50) on the mantle. The next door on the right has a ring (100) on the bedside table, and another vase (100) on the 
mantle. Go back to the hallway Take the last door on the right/West and go thru the room to the stairs. 



TThe Basement/ Ramirez 

Go left/North at the bottom of the stairs, then to the end of the green and white hall. Descend the stairs on the left to the 
basement. Follow the passage until you can turn right and open the the pink metal door with the basement key. Take out a few 
torches and hide in the alcove across from the first room on the left (the 'counting room'). You can see Ramirez at work (fig. 6). 




< 







Fig. 6 



Launch a few moss arrows, maybe throw a flash bomb, and blackjack him. Steal his purse (250) and stash his body in the dark 
corner to the right of the doorway. If he has struck the gong, be aware that there's a servant on the way with Ramirez' dinner. 
Blackjack him as well. Loot the room. You should find: 6 water arrows, 4 moss arrows, 1 speed potion, 1 flash bomb, some coins 
(50 ttl), and a master key which will open the blue box (25 loot). There's a papyrus in the box on the floor containing some info on 
Victoria who you will meet in the next mission. Leave the counting room and exit thru the metal door, going straight up the hall in 
front of you until you can take a right/East, then swing around and head South to the stairs. 



Getting Out 

At the top of the stairs, use the blue key to unlock the door. Take the corner and unlock the first door on the left. Be aware of the 
two guards in the machine room to your immediate left having a conversation about you. They are getting ready to exit the room. 
The room to your immediate right contains (75 ttl) and is a good place to wait for the guards to finish their conversation. Once the 
guards leave, enter the machine room on your left. Grab the coins on the desk (150). The blue box next to them contains 2 
firebombs. The blue box near the barrels contains some coins (25). 

Climb the ladder in the corner up to the library. Follow the passage and press the red button to open the secret doorway (fig. 7) 
(this can be opened from the other direction using the highlighted book to the right of the fireplace in the library- fig. 8). Go out the 
Western door of the room. The first room on the right/North contains a place setting which should include 5 chalices, 2 gold cups, 2 
gold bottles, and a gold plate (275 ttl). The room to the left/South contains a chest with a speed potion. Go back to the library. Take 
the stairs in the Southeast corner upstairs and grab the candlesticks on the desk (100). The chest to the left of the desk contains a 
ring (100). 




Fig. 7 Fig. 8 



Back downstairs in the library, pick the lock on the double doors, go to the balcony and jump over into the water. If you've 
sounded the alarm or a body has been found by this time, your objectives will change (this is challenging to try so if you've been 
very careful and still want the objective change, climb back down to the machine room using the secret passage and set off the 
alarm on the back wall. Climb back to the library and proceed as follows.) 
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Getting Home 

Head South in the water and take the tunnel to the East. Ride the waterfall down and swim left to the ladder. Head Southwest 
down the slope until you see a metal door. Go thru and drop into the water. Follow East until you can mantle up to the left and take 
the ladder up (listen for patrolling guards before you open the manhole cover- you can shoot a rope arrow into the ceiling and climb 
up to hide if necessary). From here, make a right and head West then South until you come to the open door of the shop where you 
started on your right. Pass it and follow the road until you come to the metal bridge on your left. Instead of crossing it, go straight 
ahead thru the door and down the stairs and head East, crossing the bridge at the bottom of the stairs and going South up the 
wooden ramp. When you pass the brick wall on your left, turn left/South and pass the abandoned cart on your right. Continue East 
toward the red door until the mission stops. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"Sound Like They Could Use A Third Party To Settle Their Disagreement..." 

TABLE OF CONTENTS 

1) Getting Into the Restaurant 

2) The Overlord's Fancy 

3) Downwinder's/Thom/Lord Randall's Bracelet 

4) Reuben's House/Donel's Key 

5) Getting To Donal's 

6) Donal's House/Lord Randall's Vase 

7) Looting The Guild 

8) Getting Out 



Objectives: 

• Break Into the Downwind Thieves Guild 

• Steal Lord Randall's Saphire Vase 

• Steal Lord Randall's Bracelet 

• Get Back To The Streets 

• Don't Kill Anyone 

Loot Requirements: 2000 
Loot Available: 2716 
Loot Accounted For:2716 

For Complete Loot Locations, go to the Loot Map. 
For Hints and FAQ's, go to the Secrets Page. 



Getting Into the Restaurant 

Take a few steps forward to trigger the converstation at the door. When it's over, head East to the barrels and pick the metal 
door in the Southwest corner (fig 1). Beware the patrol out here. There is a woman and two patrols inside. Head West thru the 
kitchen and thru the room w/ the fireplace into the counting room which has a restaurant key, 2 copper coin stacks (10 gold ttl) and 
1 silver coin stack (15 gold) in the box on the table to your right. Go out thru the left door and upstairs. There's a patrolling servant 
here. The room on the left contains a sleeping thief, a rope arrow, and a gold coin stack (25 gold). The room on the right contains 
the opening to the vent shaft. Fire a moss arrow to the metal floor, then a rope arrow into the ceiling (fig. 2) and climb down (the 
woman in the kitchen will most likely see you). 
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Fig. 1 Fig. 2 



The Overlord's Raney 

Ignore the atrocious music and go to the left and down the hall, but douse the torch. Pass up the entrance to the casino, and 
deal with the thief behind the first pink metal door. In the gambling hall, the table in the southeast has a silver coin stack (12 gold), 
and the table in front of the window to the left has two copper coin stacks (10 goldttl). Sneak West to the two gamblers and grab 3 
copper coin stacks (15 gold) and a gold coin stack (25 gold) from their table. Continue West around the corner, dousing torches as 
you go. The table with the roulette wheel ahead has a sliver coin stack (12 gold). (There are two water arrows on the east end of 
the blue tile counter if you need them and can get to them.) Spin the roulette wheel to open the secret passage to the Downwinder's 
Guild on the West (fig. 3). 



\ 

Fig. 3 



The remaining loot in the hall is possible to claim without causing major commotion if you can squeeze through the West window 
to the guard room. Grab the purse (50 gold) and sneak back out. There are two copper coin stacks (10 gold) on the table in front of 
the guards, and a purse (50 gold) inside the guard station on the right hand shelf, along w/ a healing potion and 2 water arrows. If 
you can't get thru the window, grab the coins from the table first. This should draw out the guards. Get them to chase you around in 
the dark until you can lose them momentarily, then grab the goods from the guard station. If they see you, you'll want to lose them 
again before you go thru the secret door, lest they fallow you. 



Downwinder's Guild/Thom/ Lord Randall's Bracelet 

Listen to the conversation, then grab the two moss arrows on the shelf to the right. One thief has a purse (10 gold). Take the 
passage to the left of the ramp to a room w/ a mine, a flashbomb, and a scroll about paying tributes Northside. Go back to the ramp 
and go up West to the Northeast corner door (fig. 4). The swordsman patrolling here has a healing potion. On the purple turf, find 2 
moss arrows in the a crate in the room to the left, and beware the patrolling servant in this area. Go right thru the red carpeted 
room to the next room on the right and grab the gold cup (25 gold) from the top shelf. Go East to trigger the conversation, then 
follow one of the thieves thru the West door (fig. 5). 
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Fig. 4 Fig. 5 



The room on the left has a thief, and a silver nugget (50 gold) in the crate on the right, and a mine in the one on the left. There's 
a secret half door on the North end of the hall w/ an archer. Douse the torches, and go thru here to a woman w/ a purse (30 gold) 
and the blue boxes containing a flashbomb and healing potion. Go East down the hall to the sewer entrance (#66) (fig. 6) and 
straight to the metal door. In the sewer, take the first left, then head straight to the next roumd door on the left. At the top of the 
ramp (beware the patrols), Thom is in the 2nd room on the left (fig. 7). 




Fig. 6 Fig. 7 



Crouch to grab Donnel's house key from the bookcase on the north (fig. 8). Lord Randall's bracelet (50gold/25goods) is behind a 
secret door on the back side of the fireplace. Also get the gold coins (25 gold) under the table. Go back to the hall and take a 
left/West up the ramp. There are two guards patrolling this area. 




Fig. 8 



Reuben's House/ Donna I's Key 

Go north to the guard tower/front door and sneak behind the archer (fig. 9). Inside there are two servants pacing around. Head 
North, pass the cell w/ the spider in it and go thru the East door and up the stairs. Two guards patrol here, and thru the north door, 
there is a woman in the kitchen, and an archer patrolling further inside. The chambers to the left contain a gold cup (25 gold) and a 
copper coin stack (5 gold). There is a water arrow on the stove mantle in the kitchen. Go North down the hall and right under the 
wooden door facings to a bathroom at the end. Go thru here and you will emerge in the guards quarters. Grab the copper coin 
stacks (10 gold ttl) on the tables and the silver coin stack (12 gold) from the crate. Go out the West door to the next door on the 



Web2 



converted by Web2PDFConvert.com 




right and grab the amulet (35 gold/ 25 gems) under the desk. The metal doors in the West contain 2 water arrows (the 1st door) 
and a fire arrow and a gemstone (80 gems) (the 2nd door - fig. 10). 




Fig. 9 Fig. 10 



Go back South to the room with the bunk beds and fire place (adjacent the kitchen). Look for the highlighted book on the left to 
open a secret stairwell (fig. 11). There are two sleeping thieves at the top and the crates contain a flashbomb and a healing potion. 
Go South into the library and read the papryus for info about the key. There is an archer w/ a healing potion on the landing here, 
and two thieves patrolling the inside rooms upstairs- you will need one of their keys to get in to Reuben's quarters. Go straight 
across the landing East into the bedroom and grab the gobblet (25 goods) on the left. The next room has a jeweled cup (15 goods) 
on the right. Go across the hall to Reuben's quarters (fig. 12). 




Fig. 11 Fig. 12 



The game room has two gold cups (50 gold ttl) on the right. The door on the right opens to the bathroom with a gold botttle (50 
goods) on the step. The bedroom on the right has a healing potion on the bedstand. Look for a highlighted wall panel to the left of 
the bed (fig. 13). Grab Donnel's safe key, the gold nugget (60 gold ) and the silver nugget (25 gold). Go out and turn right in the hall, 
then take the next right onto the balcony, then rope down to the lower level (you may want to shoot a few moss arrows down first). 
Beware of the two thieves down here (one has a healing potion). There's a candlestick (50 gold) here, and the room to the East has 
2 jeweled cups (20 goods ttl), a gold bottle (50 goods), and a purple vase (25 goods). The adjacent room has a water arrow in the 
bathtub. Leave via the right/south door and head toward the dining room for a candlestick (50 gold). Go into the room to the right of 
the ramp, with the sofas, douse the fire, open the secret door (fig. 14), and climb thru. 




Fig. 13 Fig. 14 



Web2 



converted by Web2PDFConvert.com 





Take a right and go back down the stairs heading Southeast to the wooden guard post. Go back thru the passage on the 
right/west, then left in the hall and South to the sewer. Head South and take the 2nd right, but turn left before the small ramp. The 
sewer will lead back to a storeroom, patrolled by a guard from earlier. Inside on the immediate left is a bracelet (25 gold/ 25 gems- 
fig. 15) and to the far right of the room on the last shelf on the bottom is a candlestick (50 gold). Go out the west door, take a left 
and head West back to the middle sewer. 




Fig. 15 



Getting to Donal's 

Go thru the Southwest passage and right at the bottom of the ramp back toward the Guild entrance. There are two guards here 
unless you dealt w/ them earlier. Go left past the metal disk and to entrance ##38. There is a woman pacing down here. Go to the 
room on the left and throw all the switches for 37 and 38 to the down position (fig. 16). Go left at the 37 sign and down to a room 
w/ a fire arrow and 2 silver coin stacks (20 gold). Back at the ##38 entrance, go to the room on the right and grab the purse (20 
gold) near the thief w/ his back turned. Go thru ##38, beware the spider on the right, and go right at the first split. At the second 
split, go right again, but grab the water arrow and gem (50 gems) to the left first. Grab the water and moss arrow on your way up, 
and when you reach the bricks, look for a ladder on the left (fig. 17). 
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Fig. 16 Fig. 17 



To the Southeast is a guard tower w/ an archer and swordsman, and a moss, water, and fire arrow. Jump into the water right 
of your ladder and head East. Swim thru the pipes (fig. 18) and climb up the ladder to throw the switches for #'s 47 & 48. Swim 
back thru the pipes, then mantle up to the brick wall and jump to the North tower via the window (fig. 19). Jump in the water and 
head North to a gate ("Aahh...a backdoor...."). 
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Fig. 18 Fig. 19 



Wait for the conversation to end, then follow the unarmed thief to a wooden door on the right with a mine and a gold nugget (50 
gold- fig. 20) behind the bed. Go West up the short ramp (beware the patrol) and turn left/south at the red barrels. Go right before 
you reach the guard station. The metal door at the end of the hall has a bracelet (25 gold/ 25 gems) in the chest on the right. Go out 
and left thru the dark room to another metal door on the left for a speed potion in the first chest. Outside, go left and up the ramp to 
Donnal's kitchen. 




Fig. 20 



Donnal's/ Lord Randall's Vase 

There is a woman at the counter and two gold cups (50 gold) in the sink. There is a patrol down here and two upstairs, as well 
as a stationary guard. Go thru the North door and straight to a storeroom with a mine on the top shelf and a key on the shelf to the 
right (fig. 21). Go out and to the right/west to a room w/ red and white tile. There is a gobblet (50 goods) in the next room. Go west 
to a room w/ the stationary guard who has a purse (50 gold) and a gold vase on the table (100 gold). Find the stairs in the 
southeast and go up and to the right, looting couterclockwise. The first room has a gobblet (25 goods), the second has a key and 
some ledgers. In Donnal's quarters there is a gold nugget (100 gold) in the bedroom. Continue to the art gallery and slash the 
tapestries on the south wall (fig. 22). The right one hides a gold cup (200 gold), and the middle hides the safe with Lord Randall's 
Vase (200 gold/ 300 gems). Go back downstairs to the prison level and back to the southeast corner, then thru the sewers and back 
to the makeshift wooden walkway. 




Fig. 21 Fig. 22 
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Looting The Guild 

Climb down the ladder here and go east in the sewer until you can cut back to the left/west. Climb up the ladder here and go up 
the small ramp on the right. There is a jeweled cup (15 goods) on the shelf, and 2 water arrows, a broadhead, a fire arrow, a 
noisemaker, and another jeweled cup (15 goods) on the backside. Around on the other side, go left/east into a room w/ red carpet 
and wait for the conversation near the alternate casino entrance to end. Slash the banner to the right and grab the gem (25 gems) 
(fig. 23) and the healing potion. The unarmed conversant has a purse (25 gold). Go left into the next room (beware the stationary 
guard to the North, and the patrol here). There is a speed potion on the bookshelf to the left, and a silver nugget (25 gold) in the 
alcove on the right (near the fire). Stay to the South end of the complex and go East to the next area. There is a guard patrolling 
here wth a healing potion, and Magrin, one of Donnal's men is in the next room, carrying a purse (100 gold). Douse the fire and 
open the secret door for a gold cup (50 gold) (fig. 24). 




Fig. 23 Fig. 24 



There is a jeweled cup (15 good), and a goblet (20 good), on the the bookcase, and a silver coin stack (15 gold) on the table. 
There are also 2 water arrows in the crate. Back in the room w/ the red carpet, go out the left/ northwest door and take an 
immediate left. Look closely for two copper coin stacks (10 gold ttl) in the right corner of the earthen passage. There is a guard 
sleeping thru here and 4 moss arrows in the crate. Turn South in the hall. The patrolling thief carries a purse (25 gold). Go right in 
the hall and right into the room with the woman. The crate has a moss arrow. 



Getting Out 

Go into the South hall and turn left/east and head back to the sewer. Take the first right and go out the round door (##38). Go 
back West then North out the left door. Take the hallway, passing the floor grates and the metal disk on your right to the hole in the 
wall, then around the corner and back upstairs to the Overlord's Fancy. Sneak thru the hall to the West to the vent shaft and climb 
up. Go North to the front door. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
The Sword 










"Little Is Known About Constantine Except That He's An Eccentric New Face In The City." 

TABLE OF CONTENTS 

1) Breaking In/First Floor 

2) Second Floor 

3) Third Floor/The Sword 

4) Gardens/Evidence 

5) Getting Out 



Objectives: 

• Steal Consatntine's Sword 

• Find Some Incriminating Info About Constantine 

• Get Out 

• Don't Kill Anyone 

Loot Requirements: 1500 

Loot Available: 2636 (Gold Edition - 2656) 

Loot Accounted For: 2636 (Gold Edition - 2656) 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 



Breaking In 

The easiest way in is the North balcony. Shoot a rope arrow up and jump onto the balcony. Grab the coins to your left (36 gold) 
and go down the ladder. Grab the flashbomb in the last stall and go to the door. (If you are unable to pick the lock you will need to 
blackjack the guard patrolling out front for his purse (100 gold) and shoot some moss arrows onto the steps. Either blackjack or 
sneak by the guard here to get in. Go left down the hallway to the first room on your left, pick up the flashbomb in the last stall, then 
climb the ladder and grab the coins on the floor (36 gold) Climb back down to the door). 

The following is a difficult, but lucrative path. Open the doorway and watch for the patrolling guard (if you've not already 
blackjacked him). Shoot a moss arrow onto the tile, douse the torch, then nab him when he turns to walk the other direction. Make 
sure to hide all the bodies on this mission. Grab his key and cross the hall to the corner room. The column at the end has a safe at 
the bottom (fig. 1) which contains 1 healing potion and a gold plate (50 gold). Leave the room going North down the hall to the next 
room on your right. Two guards patrol in here, one circling thru the hallway every pass, so be careful. Slip into the dining room, 
douse the torches and hide in a corner, either by the doors or by the wall behind the table. Shoot a moss arrow to cover the floor 
between you and the carpet where you will blackjack each guard. One has a purse (50 gold) , the other a key. Grab the candlestick 
on the table (50 gold). 

Go thru the North door to the kitchen and grab the gobblet (50 goods) on the counter, then go back to the dining room and cross 
East thru the large room with the stairs and green ceiling (you can go upstairs from here, but the guards are thick) into the bar. 
There's two gold bottles (100 goods ttl) on the counter behind it and 3 gold cups (75 gold ttl) in the sliding door underneath the bar 
itself (fig. 2). 
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Second Floor 

This floor is the best place to collect loot because the guards are scarce. However there are many traps so proceed with caution 
(fig. 3 - the trigger, fig. 4. - the energy bolts). 



Jump the gap into the room across the hall. There is a gold nugget (100) under the mouth of the facetrap. Listen for the patrol, 
then go thru the north door and douse the torches. (The door in the floor leads to the downstairs dining room). There's a gobblet 
(50 goods) on the table. The ceiling in the Southeast corner opens up (fig. 5)- shoot a rope arrow into it's edge and climb up. 
Beware the floor traps (fig. 6). This room has a mine, a gemstone (100 gems) in one and a ring (100 gold) in the other. 



Jump back down (always try to retrieve your rope arrows if possible on this mission), and go out the door to the North. Take the 
first left thru the metal door. There is a water arrow to the right of the bed and one in the tub in the adjacent room. Back to the hall, 
go thru the bug room on your right- open the chest on the ceiling and grab the gemstone that falls (100 gems). Go out the far door 
and jump the gap in the hall (beware of the floor trap on the right- if you fall, just go back to the eastern staircase). Take the corner 
and go East to the bunk room on the right for a healing potion in the left chest (deer leg in right chest). The guard you hear is most 
likely downstairs, but be cautious anyway. 

Go around the corner. Beware of the energy traps shooting down the middle of the halls. The first room on the right is booby 
trapped so stand to the side of the chest and grab the gold nugget (100 gold). Douse the fire and climb in and mantle left for 
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another gold nugget (100 gold - fig. 7). Leave the room going North to the next door on the right which contains a newspaper and 
two jeweled cups (30 gold ttl -look behind the plant). The next two doors on the left are Constant's rooms. There's nothing in the 
'bathroom', but the picture sill to the right of the bed is booby trapped and has two silver nuggets (100 gold ttl) in it (Don't stand 
directly in front of it). Very important: Go to the left side of the bed and crouch down (fig. 8). Grab the blue key- you will need it later 
to obtain your incriminating evidence on Constantine. If you are playing the Gold version, the key is on the table in the adjacent 
room. 
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The papryus in the adjacent room is not it. The next room on the right is booby trapped so open the door and stand to the side. 
There is a silver nugget (50 gold) on top of the facetrap (fig. 9). Back in the hall, go left/North to the end of the hallway and grab the 
gemstone (100 gems) in the blue chest. Beware of the energy traps here- you can pick the lock if you stand in just the right place 
(fig. 10). Go back to the 1st set of double doors on the East side of the hall and climb the stairs to the third floor. 



Third Floor/ The Sword 

There are several ways to the Sword, some by way of the second floor, but the following seems to have less guards patrolling. 
At the top of the stairs take the next two lefts, then go into the earthen tunnel to the East. In the 'space room' to your right there are 
a gold nugget (100 gold) and a gemstone (100 gems - fig. 11) on the last step of each landing. Jump across and head back out to 
the tile floor, taking an immediate right/North into the other earthen tunnel. Follow it until you can jump across to the vine (fig. 12), 
then to the other tunnel (the guards here are very sharp so be careful- this is a good place to quicksave). 
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There is a conversation at the top of this tunnel so wait until it's over, then move slowly, extinguishing torches and shooting moss 
arrows onto the red and white tile. This takes a lot of patience. Once the coast is clear, find the darkest opening and shoot a rope 
arrow into the roof. Jump to the rope and grab the sword, getting only as close as you have to so the guards below don't notice. 
Bring yourself level with the doorway you jumped from (quicksave here) and jump back. Head back thru the East tunnel, across the 
vine to the other tunnel and follow the tile floor. Go North until you reach the stone window frames on your right (you will hear 
laughter). 



Gardens / Evidence 

(If you're playing the Gold version, you'll notice that the 'mystery key' that used to be in the garden has disappeared. And we 
had such high hopes for it...) 

Quicksave and jump to the beam then to the flower bed and grab the moss arrow. There is a patrol in this area with a purse 
(100). Go thru the earth tunnel to the North and then take the right/South passage. There's a gold nugget (100) on the floor here 
before you reach the tree. Go thru the next room to the Northwest- there's a dead end here w/ a moss arrow under a plant. Leave 
headed West back to the gardens. Pass the tree trunk and exit this room to the West. Cross the bridge and go out the West door. 
You will come to a four way intersection: 



The right passage: Stay right and go down the hall to the river and staircase. Jump across. There's four gold cups (100 gold ttl) 
on the altar. Don't worry about the pink door- you'll come to it in a later mission. (If you're playing the Gold Version, the left of the 
two pillars outside of this room houses a switch (fig. 13) that opens the underwater gate to your left. Follow the stream, beware the 
guards and have fun. When you reach the house, there are some supplies in interesting places on the shelving to your left, and two 
coins (20 gold) in the sofa cushions. There's a mousehole near the crate in the bedroom (fig. 14) that you can use to climb back to 
the 'sideways' room in the garden - the one with the candlestick on the table). 




Fig. 13 Fig. 14 



The middle passage: Go West past the square tile pool and straight thru one of the West passages.Take a right/North down the 
hall to open the door above and shoot a rope arrow into the border of the overhead stained glass window and grab the candlestick 
(50 gold). The next doorway up leads back to the room where the Sword was. Go back down the hall. Go thru the left doorway to an 
open area with a flashbomb on the left and a moss arrow on top of the structure in the West corner. 



The left passage: Go past the pool, then past the huge tree and pool on the left, and the tile hallway on your right. Continue past 
the next circular pool, then right down the hall to the metal door on the right. There's a guard in this area with a purse (100 gold). 
Keep going past the next circular pool and down the next hall. Go South thru the garden room on the right into the room with water 
on the ceiling. Grab the gold coins in the Southeast corner (50 gold ttl - fig. 15), then shoot a rope arrow up (fig. 16) and mantle into 
the above room for a goblet (50 goods). 




Fig. 15 Fig. 16 
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Go back to the garden room, grab the gobblet in the corner (50 goods - fig. 17), and go out to the right/East, then take a left in 
the hall to the metal door on the left. Unlock it for two vases (200). Go out and right/South to the nursery on the left. There's a door 
in the Northeast corner (fig. 18). Open it with the key from Constantine's bedroom. In the middle of the next room under the table is 
the evidence your looking for, plus a jeweled cup (15 goods) and a gold wine bottle (50 goods). 




Fig. 17 Fig. 18 



(If you decide to swim around in the garden waterways you will find a total of 6 water arrows. Don't miss the tunnel in the area 
where the huge tree is). 



Getting Out 

From the evidence room, make your way back to the big tree/pool. Take the 2nd left into the tile hallway. Watch for the patrol- 
the wooden landing on the left makes a good place for an ambush. Go South down the hall, past the stairs. The next room on the 
left has a vase (100), the next on the right has 2 jeweled cups (30 goods ttl). Go around the corner. The next room on the left 
(flashbomb/blackjack the guard) has a healing potion in the chest (be aware of the window and guard outside). Go out and continue 
West. There's a fire arrow on the main altar to your right, and the guard outside has a purse (100 gold). 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
The Haunted Cathedral 





"For The Amount I'm Getting Paid, I'm Willing To Take Some Serious Risks." 

TABLE OF CONTENTS 

1) Rubin Street 

2) The Burrick Caves 

3) Rubin Street (cont'd) 

4) Deperin Street 

5) The Serpentile Tore 

6) Market Street/Watchman's Grave 

7) The Sewers 

8) Cathedral Street 

9) The Grotto 



Objectives: 

• Find the Cathedral 

• Locate and Steal the Serpentile Tore 

• Leave Coins on the Watchman's Grave 

Loot Requirements: 2000 

Loot Available: 2635 (2835 in Normal) 

Loot Accounted For: 2635 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 

Notes: 

1) There are several ways to the Catherdral. This walkthrough shows the easiest route in terms of collecting maximum loot. 

2) Don't buy the 'tip' in the loadout. It essentially tells you to dispose of enemies by bringing them together to let them battle it out. 
There is one major opportunity to do this in the Market Street section, so avoid as many enemies as possible until then. 

3) You will be given directions to each light station, however some areas are easier to loot with the lights out (particularly if you are 
playing total stealth style and don't want to deal any damage). 

4) Save at least 3 fire arrows for the Keeper's Grotto at the end of the mission. 

Rubin Street 

Lights are in the building on the immediate left. Around the fallen tower on the right is a gold plate (50 gold) on the ground 
underneath. Now let's do a lap around the immediate area to load up on loot and supplies. Head East to the black door on the right. 
Inside on the floor are 12 braodheads. Climb the broken wall and jump/mantle to the left for 2 flashbombs and 2 mines in the crates 
(this is a tough climb - Stand as shown in fig. 1 and jump/hold to mantle up). On the other side, jump out of the window and head 
North up the board for moss arrow on the ledge (there is typically a zombie and a spirit in this area). Go thru the doorway on the 
left/West, thru the room w/ the hole in the floor and take the right passage to the back room with a jeweled cup (15 goods) on the 
overhead beams (fig.l). Back to the room with the hole in the floor, drop thru the hole for a trip into the Burrick caves. 
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The Burrick Caves 

Beware of the Ratman in this area. The first tunnel on the right leads to a brick room w/ 2 water arrows at the back. Leave thru 
the right /northwest passage and emerge in a room w/ a pool. Around the pool you’ll find 2 moss arrows, a gold hammer (75 gold) 
(fig. 3) and 2 water arrows in the pool. Back to the brick room and out the left passage, take a right at the intersection and go thru 
the room w/ the wooden floor grabbing the gold cup (25 gold) (fig. 4). 



In the big cave, look in the corners to find a purse (100 gold), a jeweled cup (15 goods), a gold cup (25 gold), and a vase (100 
gold). Between the pillars find a key (to the lightgrid on Cathedral street), a rope and a noisemaker arrow. Go East back to the room 
w/ the hole in the the ceiling and rope up. 

Rubin St. (cont'd) 

Above on the beams is a gem (100 gems), and a gold cup in the West window sill (25 gold) (fig. 5). Go thru the left/South 
doorway and up the plank. There's a teal goblet (50 goods) under the pipe on the left and a healing potion on the ledge (fig. 6). 
Jump back down to Rubin street, and head North then left/West at the first ground light. Pass the fallen boards on the right and go 
up the ramp to the North. 
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DePerin St. 
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(You can run ahead North and turn the lights on if desired). At the top of the ramp take the doorway to the right just after the 
wagon. Rope up (fig. 7) and follow the passage for a vase (100 goods) and a noisemaker. Outside, go up the ramp to the West. 
There are usually a few zombies and a spirit here). Grab the healing potion behind the barrels to the North. The room to the South 
around the wall has a mine laying about 1 foot inside the door, so step around it. The room contains 2 noisemakers, 3 flashbombs, 
and in the crate 3 mines, and 3 rope arrows. Go out the door (watch that mine!) and straight across North to a small ramp leading 
to a room w/ 3 fire arrows in the right wall niche, and a breath potion in the blue box. Outside, go West to the wall and look 
between the two leaf piles for a tiarra (75 gold/ 50 gems- look close) (fig. 8). 




Fig. 7 Fig. 8 



Go back out to the main street and head North from the DePerin sign. The lights are on the right, near the patrolling Burrick . At 
the dead end (at the waterway) turen right and jump onto the machine, then mantle to the ledge and throw the swith on the left, 
opening the door on the right up the ladder (fig. 9). It contains 2 fire, 2 water arrows, and a breath potion. 




Fig. 9 



Although you can reach Market Street from the water here, it is more lucrative to stick to the streets. Go back past the light swith 
on the left and turn left/West at the fallen DePerin sign. Duck under the leaning tower at the ground lamp on the left. You'll come to 
an open door on the left w/ a breath potion on the second floor (fig. 10). Keep going East thru the break in the wall and thru the 
next door on the left. Up the ladder and on the rafters in the next building is a gold plate (100 gold) . There are usually a collection 
of zombie's and spirits in this area. Outside, continue South to the Rubin St. sign, then left/East. Go thru the first door on the right 
and up the plank for a purple vase (100 goods) and 2 water arrows on the far plank. Go out and continue right/East, taking the next 
right at the Cathedral St. sign. Grab the gold vase (100 gold) in the barber shop. Back at the street sign, go right/East. The next door 
on the right houses the light switch for this area, and an alternate entrance to the sewers/Burrick caves. Go around the leaning 
building heading North. Grab the purple goblet (50 goods) from the cross beams near the odd machine on your left (fig. 11) . Go 
thru the North doorway in the next alcove and thru the door on the left for a gem (100 gems) in the second wall niche. Go outside to 
the closed drawbridge. 
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The Serpentile Tore 

Shoot the lower button thru the hole and lower the bridge (fig. 12). Cross it, turn right and mantle up the half wall on the right, 
and up to the drawbridge wall. Cross it and jump to the doorway which leads to a mansion (fig. 13). There are two Haunts inside, 
the key is under the mat (fig. 14). The room to the left has a teal goblet (50 goods) and 2 moss arrows in the box. Upstairs, the box 
to the left has a vial of holy water, the box near the bed has the Serpentile Tore (200 gold/ 50 gems/ 100 goods). Go back to the 
drawbridge and up the hill. Cross the wood bridge and get ready to start a fight. 



Burricks vs. Zombies 

Get the zombies attention (there should be 6 or 7 of them) and lead them to the herd of Burricks at the other end of Market. This 
may take some work so quicksave. If you don't mind racking up damage stats, finish off the zombies when they're done with the 
Burricks. (figs. 15-16). 
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Market Street/ Watchman's Grave 

From the West end of Market St., go thru the Western most door, thru the brewery, to some rafters. There's a ratman below. 
Jump in the pool and swim into the tunnels, making a right at the first intersection. You'll find a moss arrow on the way to the far 
South grate which has a purse (100 gold) among the bones (fig. 17). Back to the pool you can mantle up and jump to the East 
outcropping to grab the key (fig. 18)for the Market St. light grid. 



w 



Rope up and go back to Market St. The lights are in the brick building to your right. The first door on the right has a crate with a 
purse (100 gold). Crawl thru the fireplace. Grab the mine in the niche on the right, and take the first left up the stairs (fig. 19) to the 
armory tower. Rope up to the next floor and grab the fire arrow on the floor. At the Northeast window, jump across to the ledge and 
go thru the door to the Watchman's Grave (fig. 20). 



There are two spiders here, who will most likely see you if the lights are on. Shoot a rope arrow into the beam to save time 
later, then prepare your coins and jump down to place them in the silver tray (fig. 21) (they will disappear from your inventory). 
Rope back up to the beams and go back out to the ledge. You can jump down to the sign and to the street. The first floor of the 
Butcher/Watchman's building has a ring (100 gold) in the blue box. Rope up to the brick building directly across the street (using the 
wooden beams on the tower to your right) and grab the purple vase (100 goods) on the ledge (fig. 21). (Inside, go left to the ladder 
and down to find a rope arrow in teh Southeast corner. In Thief Gold, there is also a fire beast down here from whom you can 
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obtain fire arrows if you douse him w/ water arrows. Make sure to do this if you haven't saved at least 2 fire arrows for the Keeper's 
Grotto near the end.) 
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Head South down Market St., then right at the split. The door at the end of the cove has a breath potion. Behind the wall is a 
beam- rope up and then mantle to the wall, jump across the street and find 3 fire arrows and some info on the Tore. 



The Sewers 

Rope down into the hole behind the wall in the cove (fig. 23). Grab a plate (50 gold) in the second torch cubby (fig. 24), then go 
all the way to the entrance to the Burrick caves and get the jeweled cup (15 goods) (fig. 25) in front of the last grate on the left. Go 
back to your rope and climb out. 



Cathedral Street 

There's a spider nest to the East. Inside the first room is a goblet (50 goods), in the second room is is a jeweled cup (15 goods) 
and a healing potion. Climb out and head South past the burnt wall/rafters. Cross the bridge, then turn around and rope up (fig. 26), 
Inside to the right is a bracelet (100 gold/ 100 gems- fig. 27. Crouch to see it). 





If 




Fig. 26 Fig. 27 



Pass the Grotto on the right (there's a holy water and healing potion on that pedestal if you need it), and go thru the small pool 
on the left. Past the leaning tower (fig. 28), make an immediate right and go to a chest with a ring (100 gold - fig. 29). 




Fig. 28 Fig. 29 



Go back to the hole in the wall (there may still be a Burrick in this area). There is a gem (100 gems) at the bottom of the fallen 
tower. Go East thru the building and past the statues to the Cathedral courtyard. There is a spirit patrolling here, but also be aware 
of the Spirit standing watch above to the left. [Douse the torches and go left/South to the end of the courtyard and grab the three fire 
arrows on the ledge and the gem (100 gems) on the ground (fig. 30). Go up the stairs to the Cathedral, and turn right at the doors, 
going all the way around to the very back. Mantle up to the open window (fig. 31) and crouch down to get instructions from the Eye. 
This will give you new objetives. 




Fig. 30 Fig. 31 



The Grotto 

Go back thru the courtyard, past the toppled tower and thru the small pool until you come to the Grotto on your left. You may 
want to use a rope arrow to get across to the pedestal. Using your fire arrows, light the torches flanking the statue to the South (fig. 
32). Grab the healing potion on the floor to your right, and the holy water from the blue box. Go thru the opening door to the East 
(fig. 33) to the room with the fallen statues. 
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Place a few pieces on the right pedestal, then jump on the left one to open the doors (fig. 34). Stay to the center of the next 
room to avoid the floor traps (fig. 35). 
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Prepare your triangle lock pick and go left. The wall behind you will start to close in, but you’ll have plenty of time- finish up with 
the square pick (you can avoid this trap by standing to the side of the door instead of on the pressure plate directly in front of it (fig. 
36). Once inside, go left, grab the stone key and the gold key (fig. 37). Use the gold key to open the door across the hall (take a 
minute to look at the detailed map of the city on the table top) and read the red book. This will change your objectives again, but 
you've already got the stone key so the mission should end. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
The Mages Towers 










"I Wouldn't Last Long In A Fight Against The Mages" 

TABLE OF CONTENTS 

1) The Water Tower 

2) The Earth Tower 

3) The Air Tower 

4) The Fire Tower 

5) The Earth Talisman 

6) St. Burridngdon's Medallion/ Captain Regalio 

7) The Keep 

8) The Library 

9) The Basement/Sewers/Getting Out 



Objectives: 

• Find the Library 

• Find and Steal the Talsiman of Earth 

• Steal the Jeweled Reading Glasses 

• Steal the Medallion of St. Burringdon from Capt. Regalio 

• Escape via the Sewer 

Loot Requirements: 1800 
Loot Available: 2812 
Loot Accounted For: 2812 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 
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The Water Tower 

Turn left/East in the main courtyard and go thru the wooden door, then South to the stone staircase. Inside, grab the purse (100 
gold) from the table on the right, and go out the other door, then South to the Water tower entrance. There are two guards talking 
here, one will eventually return to guard the doorway. You'll notice the lock is broken (fig. 3), so go into the tower and upstairs, then 
swim and mantle to the island above. Grab the Earth key from the base on the East spring (fig. 4). The key is a little hard to see, but 
it's shaped like a spoon and has a silver/yellowish look. Exit the tower and go West (beware the guard) thru the Western door. The 
shelf to the right has 8 silver coin stacks (96 gold). 






The Earth Tower 

Continue west thru the door. Outside there is a guard to the right w/ his back turned. Sometimes there can be up to four guards 
in this particular courtyard. Go to the Southwest corner of the yard and up the steps. You'll notice an odd looking mechanism to the 
right of the door. Use the earth key on it, and the door should pop open. Quickly step into the shadow of the doorway. A mage 
patrols here in a counterclockwise pattern. The table on the right wall has a moss arrow and a healing potion. At the top of the 
stairs, (two mages patrol here) turn and mantle onto the stairwell, then up to the walkway. Head to the balcony in the North and 
rope up (fig 5). At the top of the stairs, go down the hall and turn left//South (there is a dead end w/ a moss arrow to the right). Go 
counterclockwise to the ramp, Then take an immediate right and go up the stairs (fig. 6). 



i v< -mm f&jft 

1 wtw- m flS 

V - * W r $i\ 

# ; ; -r . ^ W : w 



converted by Web2PDFConvert.com 





(You can access the roof here bypassing the stairs and entering the room with all the boxes. You'll see an exit on the other side 
(fig. 7) - turn right and go up the ramp. Carrytwo boxes thru the craw/space on the left (fig. 8). Open the door and stack the boxes 
in the corner (fig. 9), then jump up and mantle to the wall. Don't fall! You should be able to get almost anywhere in the complex 
from here, but unfortunately the doors to the other towers only open from the inside.) 







M 

Fig. 9 



Go around to the inner hallway and pass two tables on your left w/ moss arrows on them. Stick to the west side, hiding in the 
small shadows near the stones (fig. 10) to avoid the mages. Go up the ramp and South to the stairs. Grab the rope arrow on the 
round table and rope up at the dead end. Jump the gap diagonally to the left (there's a moss and rope arrow in the gap and a moss 
arrow on the far ledge to the right), and continue jumping and climbing until you reach the hole in the floor. The Air key is in the 
crate (fig. 11), and there is a rope and moss arrow on the ground. Go back the way you came, down the stairs, then North to the 
next set of stairs. Follow to the outer hall, then go right at the foot of the next staircase. Make an immediate left here and go around 
and down to the balcony. Jump down and make for the doorway. 




Fig. 10 Fig. 11 



The Air Tower 

Go back North toward the (red) Fire Tower courtyard, stopping to grab the purse (100 gold) on the table in the landing. Go East 
thru the main courtyard and East to the Air Tower. Inside, quickly douse the two torches (beware the mage) and grab the gas arrow 
on the table to the left. Upstairs, the floor surface is very loud, so use moss arrows to ascend the staircase to the right, then let the 
2 mages patrol to the opposite side of the tower and walk (don't run) to the lift, staying opposite the mages at all times. Take the lift 
up to the round room (beware the patrolling mage). There is a speed potion on the right. Go around to the inner room. Follow the 
lifts to the top (in the room w/ two platforms, take the higher one). At the top, turn both telescopes down quickly (fig. 12) and jump 
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to the pedestal in the middle. Use the square lock pick first, then the triangle, working quickly. You will have to frob the tele-scopes 
at least twice to open the chest. Grab the Fire Tower key (fig. 13) and head back out. 
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Fig. 12 Fig. 13 



The Fire Tower 

Go West to the Fire Tower, and up the stairs. There is no way to be quiet in here, so take opportunity to hide in the shadows 
when necessary. Try jumping straight across the platforms to the far side, instead of running around. Beware the highlighted floor 
tiles. Go up the stairs to your left and thru the adjacent rooms. You'll find a healing potion on your left in a box before the stairs to 
the next level (fig. 14). Work your way up the steps and across the ramps to the West side door (there's a healing potion to the right 
of the top door). Jump the walkways and pick the chest, grabbing the treasure key. On the way out, when you reach the area w/ the 
mages patrolling in the lava, look for a door on the Southeast slant of the wall by the top of the first floor stairs (where the mages 
are walking in the lava - fig. 15). This opens to the outer tower and hall leading to the keep (beware the archer and swordsman 
here). Go down the halls to a circular hall and around to the keep door. Go up the stairs. There is a mage on the staircase, and the 
floor is very noisy here- you may want to gas him. 




Fig. 14 Fig. 15 



The Earth Talisman 

At the top of the stairs, open the door and hide in the shadows until the conversation is over between the two mages (you can 
get them both with a single gas arrow is you aim carefully at the floor between them). The correct talisman is the one on the exact 
West pedestal to the right of the door- You'll notice the two mages stopping momentarily by it on their patrol routes (fig. 16). In this 
room you should also find a small jar (20 goods), a large jar (20 goods), 2 lost city jars (40 goods ttl), and two idols (150 goods ttl). 
Go downstairs to the blue tile and down the next set of stairs to the wooden door on the left. 
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Fig. 16 



St. Burringdon's Medallion/ Captain Regalio 

In this hallway are three patrolling guards and several sleeping guards and peasants. Your main concern is the pink metal door 
to your right. [Douse torches and pick the lock on the pink door. Capt. Regalio is asleep inside, so cover the floor w/ a few moss 
arrows. There should be a water arrow on the bookshelf, a gold nugget (100 gold), the Medallion (150 goods) on the desk (fig. 17), 
and a gem (200 gems) in the chest. Go back to the stairs and down. The loot on this floor is as follows: one of the patrols has a 
purse (150 gold), there is a gold nugget (100 gold) on the first wooden beam (fig. 18), the first room on the right has a sleeping 
guard, a stack of gold coins (50 gold), and 6 broadheads. The first room on the left/West has a woman with a purse (75 gold), a 
gold cup (25 gold) on the bookcase, and a stack of gold coins (25 gold) in the crate. The next room on the right/East has a sleeping 
servant and a purse (100 gold) on the shelf. The last room on the left/West has a purse (100 gold). Go back to the stairs and down. 




Fig. 17 Fig. 18 



The Keep 

Continue down the main stairs to the next door on the left and go thru a small room to an area with shelving on the left. The 
passage to the North has a purse (100 gold) on the table. There are usually 3 patrols in this area (one with a healing potion), 
including several mages, work your way thru the big room to the East, to the door in Northeast corner (fig. 19). The guard station in 
this room has a purse (100 gold) on the far table, but you have to make it past the archers, one inside and one out. [Douse the torch, 
then try to send the guard outside by shooting a few broadheads through the window. Try to do this when no one else is near 
enough to come investigate. Now work South thru the room till you reach the Southeast corner.There is a healing potion on the left 
table before you reach the guard. 




Fig. 19 
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The Library 

Douse the torch on the left. There are several mages patrolling each floor here, one with a healing potion. There's a water 
arrow on the bookcase below you, and a papyrus on the back table with info about the talisman. Go to the West-most bookcase and 
look for the highlighted book to open the wall (fig. 20). In the secret room find a water arrow, a gold cup (25 gold), and the reading 
glasses (fig. 21 - 200 goods). 




Fig. 20 Fig. 21 



Shoot a moss arrow to the top of the bookshelves, and jump to the next floor via the open area in the center. Go down the North 
stairs and take a right before the stone staircase in the center. Go to the far West corner of this floor. The table on the right has a 
gold vase (100 gold), and there's a water arrow on the opposite table. Go down the stone steps to the two doors on the South wall. 
The one on the right contains a crate w/ a rope arrow (you can follow the mages patrol pattern easily to keep from being seen). 

Go back to the 2nd floor of the library (w/ the statues) and out the Northeastern door. The door on the left in the hall has 3 gold 
bottles (150 goods ttl), but beware the servant and the guard in this area. Turn the corner and go West to the wooden door, back to 
the staircase thru the left/East door and all the way down to the Basement (fig. 22). 




Fig. 22 



The Basement/ Sewers/ Getting Out 

There are two patrols down here, and you will need to pick pocket a blue key from one of them to access the sewer. Go left to 
the center hallway. The door on the left (accessed w/ the silver key) contains a gold nugget (100 gold), a purse (100 gold) on the 
top shelf, and some info regarding the sewer passage. The room on the right contains a water arrow, 10 broadheads, a purse (100 
gold), a silver coin stack (12 gold), and a silver nugget (50 gold) on the top shelf. Turn right/East in the hallway, then right/South in 
the circular hall. Note the odd texture on the left past the torch (fig. 23). Inside, find a gem (100 gems), some water arrows, 2 silver 
coin stacks (24 gold), and a silver nugget (50 gold) on the top shelf. The ladder across from the boxes leads up to a secret passage 
to the Water Tower courtyard (fig. 24). 
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Fig. 23 Fig. 24 



Leave this room to the right and go to the stairs in the North that lead to the sewer (use the blue key). Go thru the torture 
chamber and look for the highlighted secret door on the West wall by the torch (fig. 25). There are two patrols beyond. Jump in the 
water heading South (fig. 26)to the gate until the misson ends. 




Fig. 25 Fig. 26 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
The Lost City 







# 



"I've Also Got A Map... It's So Old The Edges Crumble In My Hand., 

TABLE OF CONTENTS 

1) Home T urf 

2) Finding The City 

3) The Library 

4) The Residential District 

5) The Market 

6) The Theatre 

7) The Emperor's Tomb/Water Talisman 

8) The Arena 

9) The Fire Talisman 

10) Getting Out 



Objectives: 

• Find the Entrance 

• Find the Keeper Medallions 

• Find the Talisman of Fire 

• Find the Talisman of Water (N/A in Thief Gold) 

• Get back out of the City 

• Don't Kill Anyone 

Loot Requirements: 2000 goods/500 gems 

Loot Available: 725 gold/865 gems/1255 goods (1615 goods if you buy the Gervasius papryus in the loadout) - Total 2845 or 3205 
Loot Accounted For:725 gold/865gems/1255 (1615 goods if you buy the Gervasius papryus in the loadout) - Total 2845 or 3205 



For Complete Loot Locations, go to the Loot Map. 
For Hints and FAQ's, go to the Secrets Page. 



Home Turf 

Go forward to the water, then left up the ramp. Shoot a rope arrow into the wall to your left and jump the red roof (fig. 1). Try 
to land as close to the roof and the wall as possible to avoid taking damage. There is a plate (50 gold) and a gold cup (25 gold) 
under the crates (fig. 2), 2 broadheads, and a rope arrow in the far NW corner. 
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Fig. 1 Fig. 2 



Finding the City 

Jump in the water and look to the left for a highlighted panel. The stone key from the last mission fits here (fig. 3). Swim 
through and pause to get a full breath before diving in. Go through the tunnels, and head for the hole toward the bottom where the 
bubbles are rising (fig. 4). 




Fig. 3 Fig. 4 



Keep a breath potion handy. When you emerge, hug the right wall and be prepared to mantle up quickly before hitting the 
waterfall (fig. 5). If you miss the ledge, just climb up the lower ledges to the top. Listen for the small spiders. Run to the East and 
jump the waterfall (fig. 6), then run South past another spider and drop to the ledge below on your left. 




Fig. 5 Fig. 6 



There are several spiders on the walkway below- use a gas arrow to take care of them, or try to outrun them.You can take the 
right passage for a great view of the Talisman Tower (and a few more spiders) but you'll need to go left/East to get to it. Keep 
going until you reach a hole in the roof and drop down (fig. 7). 
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The Library 

A Burrick patrols here and the lights are motion sensitive. Go thru the South door and grab the 2 chalices (30 goods) in the left 
window sill. Go thru this room and the next until you reach a staircase on the left. At the bottom take a left/North at the split and 
then take the first right. Pass between the columns and go down the stairs and the drop off and thru the next room. There are four 
Burricks here. Go left past the break in the wall and left again down a long hall into a room with a scroll, a jeweled cup (15 goods), 
and amulet (75 goods/100 gems) and a gem (50 gems). Go back to the room w/ the coulmns and climb/mantle the stairway. Go 
South to the second room with grey columns and make a right out of the library (fig. 8). The book on the right has some info on the 
Emperor. 
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The Residential District 

Outside, go right to the corner and grab a gem (50 gems). Go South past the Obleisk and continue to the housing area. A Burrick 
patrols here. Mantle up to the first building on the left and grab a gold cup (25 gold) through the window, and a fire arrow on the 
adjacent roof (fig. 9). Move through the streets or across the roofs to a gold two story building in the SE. Upstairs in the second 
room is a plate (50 gold). Leave heading North, turn right/East at the pink building. 
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(If you need fire arrows, go to the next two buildings on the left. If you run between them, mantle to the left and then up to the 
taller building on the right, you can jump across the street to the roof and get 3 fire arrows from the second story. Go out the South 
window.) 

Continue West to the building to the left of the lava pit. Climb up the hill and go down the stairs inside to get 3 fire arrows 
(Quicksave first and crouch to get the arrows- this is tricky if you try it standing up). Use the broken wall (fig. 10) outside to climb to 
the roof and head South across the roofs and back to the caves (fig. 11). You'll emerge above the Market where 2 fire elemental 
are patrolling. 







Fig. 10 Fig. 11 



The Market 

If you shoot some arrows into the West end of the Residental District, the elemental will go to inspect and most likely attack the 
Burricks there (fig. 12). Meanwhile, find a safe place to jump down and head South through the square and around to the back of 
the buildings. Go upstairs and around until you reach a balcony on the right You can mantle up to the next roof here and jump across 
to the hole in the roof across the street. Inside is an amulet (50 gold/ 50 gems). Climb the front of this building and go back across 
to the balcony. Go West into the caves and then West at the split. There are two fire elemental patrolling here, and one inside the 
gate to your right. Mantle up to the broken part of the wall on your right (fig. 13) and jump across the lava. 




Fig. 12 Fig. 13 



The first house has a moss arrow outside and a quill of 10 broadheads inside, the second has an amulet (50 goods/ 100 gems), 
the third has a fire arrow. Climb to the outlying roof and jump across to the wall - be careful not to jump over the wall into the lava. 
Flead South through the Market past the Grain Obleisk (the 1st house on the right has a papyrus and a journal, the 2nd, on the left, 
has a journal - fig. 14). You will reach an Obelisk and the Theatre Foyer. 
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The Theatre 

Two Fire Elementals patrol here. There are a total of 15 gems on the wall (345 total gems). Through the first door in the East 
side of the Foyer, stay left until you come to a crawl space on the left with two fire arrows. The second door on the East side leads 
to an upstairs room with a scroll and a passage to the stage. Go thru the West door of the Foyer into the Theatre. On stage are two 
masks (240 total goods). Go up the seats to the right/South then right to a break in the wall. Follow the path down the stairs and 
past the next Obleisk, climbing to the rooftops when you can. Flead North, then South until you reach a (now-deceased) keeper 
party. You can hide from the patrolling mage in a small spot on the left wall (fig. 15). They should have a purse (50 gold/25 gems), 
a medallion, (fig. 16) a scroll concerning the tomb, and a journal. On the ledge to your right is a silver nugget (50 gold). 
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The Emperor's Tomb/ Water Talisman 

Go down the steps, jump the gap (or use some rope arrows in the Gold edtion) and go down the ladder in the Northeast corner 
of the floor (fig. 17). When you reach the grey posts, crouch to avoid a trap overhead (fig. 18). 



1 
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The second room on the left has a lever you will need at the arena later (fig. 19). (If you're playing the Gold edition, the level 
isn't necessary - you can jump the gap to the arena, then use the tunnel to get back. In the original version, you cannot jump the 
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gap to get back, so be sure to use the lever to extend the bridge). The niche to the right of the coffin has an idol (100 goods). The 
room to the right has a large jar (20 goods) and a small jar (20 goods) and a lost city papryus (150 goods). The pool in the wall to 
the right of the coffin holds the Water Talisman (at the very back - fig. 20). (If you are playing Thief Gold, there is no pool here; you 
will obtain the Water Talisman in the next mission, "Song of the Caverns"). 




Fig. 19 Fig. 20 



Flead back the way you came (beware that trap again). When you reach the top of the stairs, 3 craymen will have magically 
appeared. Flead back across the rooftops and all the way to back to the Theatre Foyer. Go North and turn up the hill (fig. 21) to the 
left/West before you reach the Obliesk. 




CZ3 

Fig. 21 



The Arena 

Follow the path South. You'll reach two houses, the right of which has 2 fire arrows. Continue South. The next house on the left 
has 2 water arrows on the roof. When you reach the narrow bridge across the lava, there are 4 water arrows on the ledge to the 
left. Jump across the next lava pit and follow the path up to the Arena. In the hall headed East, take the first left and grab the 
necklace (50 gold/50 gems) in the left window sill. Go East into the next room and find a large jar (20 goods), and small jar (20 
goods), and a lost city shard (20 goods). 

Across the hall to the East are 2 small jars (40 total goods), and a large jar (20 goods). Go thru the cubby in the Southeast 
corner and down the ladder to a lost city papryus (150 goods), 3 lost city shards (60 goods total), a ring (50 gold) and a scroll. Go 
out left and pass the fire on the left heading South down the hall. The next room on the right has a lost city papryus (150 goods), 2 
small jars (40 goods total), and a large jar (20goods). Go out and to the left, pass the fire in the hall on the right and head North. 
Take the narrow passage right of the stairs down to the machine that extends the bridge. Insert the lever and move it to the 'up' 
position (fig. 22- look up to make sure the bridge is extending). Go back upstairs and right/West to the bridge (beware the crayman 
or mage). Before crossing, rope up to the upper arena level (fig. 23). 
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Fig. 22 Fig. 23 



There's a mask (120 goods) around to the left between the fires. Go around to the main other room and go left. The room on 
the right at the end of the hall has a large jar (20 goods), a small jar (20 goods) and an tiarra (75 goods/ 50 gems). The room to 
the left has a lost city papryus (150 goods) a large jar (20 goods) and a small jar (20 goods). Cross the bridge and go thru the 
Arena. Follow the wall then the hall to a window w/ a drop down to a platform. (You can jump to the arena here if you're playing 
the Gold version, as there is a way to get back, but if you're playing the original you must use the bridge, or you'll be stuck on the 
other side). 



The Fire Talisman 

Go down the first set of stairs to the keeper party and grab the other medallion (fig. 24), 5 water arrows, 3 rope arrows, and a 
journal. Continue on until you reach a bizare statue ("Creepy"). Quicksave and jump across diagonally to the right to the doorway by 
the lava pit for a 2 silver nuggets (100 gold total). Jump back across and go into the three story building on your left. Rope up, jump 
to the adjacent roof, then back across to the third floor for a gem (50 gems - fig. 25) and two fire arrows. 




Fig. 24 Fig. 25 



Take the roof across the lava a pit and up the path past the statue (fig. 26). Mantle and jump through the buildings until you 
come to the last house. The entry to the Talisman Tower is across the street. Several Fire Elementals patrol here. Once across, 
climb the stairs until they end. In this room grab a lost city papryus (150 goods), a gold cup (25 gold) and read the scroll. Quicksave 
and go out the window, and around the West side of the building. 
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Fig. 26 



Shoot a rope arrow into the middle beam above (fig. 27). Quicksave and jump to the rope. Try to jump to the window ledge, 
then to the inside if possible (fig. 28). Quicksave after every major movement here. Grab the Talisman (there's nothing in the black 
boxes). 




Fig. 27 Fig. 28 



Getting Out 

The Fire Elementals pick up heavily now. Go back across the street, but instead of going all the way back to the statue, jump out 
the first ledge on the right you come to. Flead back thru the caves, past the Keeper party, up the left set of stairs and around to the 
window. Mantle up and go back to the Arena (if you're playing the Gold version, you can go use the tunnel to jump across and go 
back to the area building - fig. 29). 




Fig. 29 



Go right up the stairs inside, then south to the fire. Go right/West from here and take the last right which leads to the Arena 
seats. Go up the ramp and back to the lava pits/caves. Pass the sunken buildings on the right where some Fire Elementals are 
patrolling. Pass some more buildings on the left and continue North up the path until you reach the Market. Go North thru the square 
to the metal gate and thru the break in the wall on the right. This leads back to the balcony in the residential area. Jump over the 
balcony and take a left, then a right and head NE to the 2 story yellow brick building on your left. Turn left here, then right, and head 
for the Obliesk (beware the Fire Elemental here). Go back thru the library turning left/West then left/South all the way up the stairs. 
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Go right/East until you reach the room w/ the earth floor, and mantle up thru the crack in the roof. From here you can easily follow 
the path back to the waterfall. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Song oe the Ca\ t erns 




"Sounds Like Keeper Talk for 'For We've Rigged The Place..."' 

TABLE OF CONTENTS 

1) Entrance/ Caverns 

2) The Basement 

3) The Water Talisman 

4) First Floor Boxes and Flute 

5) The Cash Box/ Back To The Streets 

6) 3rd Floor/ Back To The Streets 



Objectives: 

• Locate Giry for Information 

• Find and Steal the Water Talisman 

• Find a Way Back Out of the Caverns 

• Find Opera House 

• Steal Contents of the Cash Box from the Ticket Office 

• Steal the Silver Flute 

• Grab 2000 in loot 

• Don't kill anyone 

• Get Back to the Streets 

Loot Requirements: 2000 (When Objectives Change) 

Loot Available: 2920 
Loot Accounted For: 2920 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page 



Entrance/ Caverns 

(Climb to the gateway and jump to the North roof- then across toward the West tower. Grab the moss arrow, then jump quietly 
to the window sill, grab 6 broadheads around the corner, and pick pocket the archer if you like- the key is to the door at the bottom 
of the tower.) 

Open the North doors and go thru the left sewer door. Take the ladder down and go to Giry's body. Grab the healing potion, then 
run past the spiders to the next pool and jump in- either direction brings you around to an underwater passage in the East. Grab the 
water arrow on the bottom and emerge in the crayman caves (fig. 1). There are 3 craymen here, but you can avoid them by sticking 
to the right wall. Go to the rock near the pool and turn left (fig. 2). 
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Fig. 1 Fig. 2 



Go down the far right passage staying to the right. Sneak behind the crayman and jump in the next pool by the bone pile (fig. 3). 
The first tunnel to the left has a breath potion. Jump back in and go down the South tunnel, which eventually turns East, using the 
airholes along the way if necessary. Emerge at the foot of the stairs, grab the sivler nugget (50 gold -fig. 4) on the Northeast ledge. 




Fig. 3 Fig. 4 



Let the crayman here chase you up the stairs. In the above room, crouch and let him follow you toward the empty blue chest- 
the arrow traps should finish him off (fig. 5). Grab the two arrows out of the body and proceed East to the next pool, and East to the 
Raoul, the ex-Opera house owner. Wait for him to finish babbling, grab the map and key from him (fig. 6), the moss arrow from the 
roof, and head up the rope. 




Fig. 5 Fig. 6 



The Basement 

Go left/East at the split and mantle up. Go thru the crawl space at the end into a prop room. Turn right in the hall and head West 
to the wooden door on the right (beware the clockwise patrol in this area). Inside the room, grab 2 fire arrows, 3 flashbombs, and a 
gas mine. Continue West in the hall and take the next hallway to the left. On your left there is an employee walking between two 
rooms. Let him pass, then slip into the 2nd room on the left, and quickly go up the ladder in the furnace (fig. 7) and slash the banner 
to enter Raoul's hideout. Grab the lost city papryus (150 goods) and the two candlesticks (100 gold ttl). The secret door here leads 
to a high traffic lobby (if you need to get back here later from the lobby- push the switch in the middle of the sun in the adjacent 
room - fig. 8). 
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Fig. 7 Fig. 8 



Go back down the ladder and left out of the small hallway until you reach the long South hall. Go right/West towards the wine 
cellar (fig. 9). 







i mm 

Fig. 9 



Beware the employee here, and go to the back side of the outer hall for a gold bottle (50 goods) next to the box. In the inner 
hall, find a gold bottle (50 goods) in the far left room in the bottom middle cubby. In the smaller inner hall, grab the gold bottle (50 
goods) in the far left corner. The room at the far right has a gold bottle (50 goods) in the top middle cubby (you can jujmp to reach 
it). Leave the wine cellar headed East down the South hall. Look for grey stone to the left and go down to the bath for two water 
arrows. In the South hall, the last room on the left (before the stairs) has a healing potion in the crate on the immediate left (in the 
room w/ the dancers. Beware the patrol here. Stay in the shadows and you shouldn't cause too much of a fuss). On the South side 
of the hall are three rooms with a patolling employee. Go to the last one on the East and through the left door to a round room. Up 
the ramp (go slowly) is a chef, but you can grab 2 gold cups (50 gold) and 2 gold plates (100 gold) from the counter without him 
noticing (fig. 10). Go back to the middle room downstairs, and up the ladder in the fireplace to the 1st floor (fig. 10). 




Fig. 10 



The Water Talisman 

(Remember in the halls that you can use a rope arrow to climb up and hide when a patrol approaches - fig. 11.) Go to the 
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right/East and open the hidden door (fig. 12). 
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Fig. 11 Fig. 12 



Sneak around clockwise to the table while the conversation carries on and grab the tiarra (75 gold/ 50 gems) and healing potion. 
Lean into the hall and douse the torch so the performers won't see you leave the room. Go right in the hall (the other room on the 
right contains a note from Lord Bafford) turn left at the end into the backstage area. There is a patrol above and some patrols on the 
ground, so listen for the overhead guard to walk away, then climb the ladder to your right and jump across to the South ledge (w/ 
the sandbags - fig. 13). Go West down the hall to the 1st door on the left and grab the lost city papryus (150 goods) from the far 
right cubby. The last room on the left has two candlesticks (100 gold). Unlock the last door in the hall and douse the torches 
(beware the guard here). If you're careful you can sneak behind him and grab the key to the next door, but be sure to shoot a moss 
arrow to the tile before going through (fig. 14). 




Fig. 13 Fig. 14 



In the next room on the left, grab the three jeweled cups (45 goods ttl) out front, the 3 gold plates (150 ttl gold) around back, 
then go thru the secret door on the bottom West of the column (fig. 15). Use Raoul's key to unlock the door up top (the lock is easy 
to miss - fig. 16). 




Fig. 15 Fig. 16 



In Lady Valarus' office, find the key to the Water Talisman chest in the small box on the bottom shelf (fig. 17), a ring (100 gold) 
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on her desk as well as info regarding the flute, the key to Cribb's safe which holds the flute, and the Water Talsiman in the black box 
(fig. 18). Go back down the stairs. 
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Fig. 17 Fig. 18 



First Floor Boxes and Flute 

Turn left in the hall and into the stairways on the right (the area w/ the blue floor -fig. 19). Be very careful here-stay to the 
edges as much as possible. It's loud and there are several guards patrolling. The overhead statue on the right has a gold nugget 
(100 gold) at his feet (fig. 20 -use a rope arrow). Back in the hall go thru the next door on the left/South and into the next room (w/ 
the fire place) for two gold cups (50). Go back to the hall and head East in the next hall to the boxes. 




Fig. 19 Fig. 20 



There is a woman with glasses (25 gold/25 gems) in the far east box on the right. (You can usually get close enough to 
pickpocket the nobles by slipping thru the door and into a dark corner of the box - fig. 21. They should make a comment, but will not 
see you if you move quickly). An archer with a healing potion patrols this hallway, but head North to the middle box and grab the 
man's purse (100 gold). Continue North to the last boxes on this floor for another pair of glasses (25 gold/ 25 gems) with the 
woman. 

From here you can go West to the stairways and take a left (very loud floor- stay to the edges if possible) into the area w/ the 
vase (fig. 22). The room beyond has a couple, the woman has a pair of glasses (25 gold/ 25 gems). It is almost impossible to grab 
these w/out raising an alarm, so you may consider a well placed gas arrow, then hide the bodies in the corner. Just beware of the 
patrolling guard (who has a speed potion). Back in the hallway, head West to the breezeway and go around to the right. Grab the 
necklace (100 gold/ 100 gems) from Lord Bafford, then go back down the hall past the stairways on the right and take the hall on 
the left. 
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Follow this hall past the library on your left and unlock the wooden door at the end. Go to Cribb's office on the left, unlock the 
door, and quickly use the yellow key to open the wall safe (fig. 23) while the coversation/singing is still going on- once it's over the 
female will start to pace into the room. Grab the Flute (150 goods) and go left in the hall to the backstage platform. Jump to the 
ladder and go out the North passage. The second door on the right has two purple vases (200 goods ttl). Unlock the metal door at 
the end of the hall (beware the patrol). 
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The Cash Box/ Back To The Streets 

In this hall, the 1st door on the left leads to the auditorium, the 1st on the right is storage, the 2nd on the right is a guard room 
w/ two guards and 6 broadheads, 2 gas arrows, and a healing potion, and the 2nd on the left has a goblet (50 goods), and 3 gold 
plates (150 gold ttl). The metal door at the West end of the hall is the ticket office (fig. 24). Use moss arrows here if necessary. The 
first box on the right has an employee, and the cash box is in the first safe on the bottom right (fig. 25). 
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It contains a stack of gold coins (25 gold) (Giry lied). Your objectives are now completed, but if you intend to collect the 
remaining loot, skip to the section entitled '3rd Floor'. Otherwise, unlock the far West door (be prepared to deal w/ an archer here). 
Go down the stairs and left to the North hall (beware the patrol here) and right to the prop room where you entered. Go thru the 
crawl space and left in the sewer to the ladder at the end. Climb up and to the streets. 
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3rd Floor/ Back To The Streets 

Go back down the hall past the backstage prop rooms on the left and to the stage. Go up the left ladder and jump to the North 
platform. Pass Cribbs' office on the right, and go thru the wood door. Go down the hall to the library (the metal door on the right). 
Climb the stairs to the 3rd floor and leave the room heading South. Turn left to the boxes and grab the gobblet on the table to the 
right. The man in the first box has a purse (100 gold) (nothing in the next box). Go left/South in the hall to the next box on the left 
for a pair of glasses (25 gold/ 25 gems). Go back out to the hall and turn righf/North, going counterclockwise to the Southwest 
corner of the hall. Slash the banner here (fig. 26) and follow the passage down the ladders to the coat check thru the secret door. 
Grab the purse (100 gold) in the first hold on the bottom right. There is a woman thru the door here. You only have one piece of loot 
left to collect and it's in a well guarded and noisy area. The easiest way to do this is to run past the woman, out the door and 
straight for the fountain (there's a guard here)- the fountain has two water arrows. The statue on the left has a tiarra (75 gold/ 50 
gems) on his head (fig. 27). Grab it and go thru the West doors in either of the adjacent rooms to the breezeway, then West thru 
the breezeway to the streets. 




Fig. 26 Fig. 27 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
LIndercover 




"They Say The Best Place To Hide A Letter Is On The Mantlepiece...With That In Mind, I'll Be Going In Through The Front [Door..." 

TABLE OF CONTENTS 

1) Entry/ The Wallbuilder's Prayer 

2) Downstairs 

3) Catacombs 

4) Basement 

5) Remaining Switches 

6) The Talisman(s) 

7) Getting Out 

Objectives: 

• Find & Steal Earth and Air Talismans (Air Talisman only for Gold edition) 

• Steal First Hammer from Reliquary 

• Don't Kill Anyone 

• Return to the City 

Loot Requirements: 2000 
Loot Available: 2758 
Loot Accounted For: 2758 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 



Entry/ the Wallbuilder's Prayer 

Present your scroll at the gate and continue North thru the foyer (note the gold hammer), and through the North door into the 
causeway. Take the first door on your right and grab the Wallbuilder's Prayer papyrus from the table (fig. 1). Go out the East door of 
this room and around to the reliquary. Note the switch behind St. Yora's skull, and the First Hammer on the middle pedestal (fig. 2 - 
don't do anything with these yet). 
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2)Downstairs: 1 in the garden (fig. 4), and 1 in the graveyard (fig. 5). 
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Fig. 4 


Fig. 5 


3)Basement: 1 in the old kitchen (fig. 6), and 1 in the Inquisitor's chambers (fig. 7). 
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All five switches must be thrown within five minutes of one another. First go back to the causeway and down the main staircase 
and collect your loot. 

Downstairs 

At the foot of the large staircase (fig. 8) go South down the hall to the High Priest's room on the right (there is a Hammer mosaic 
and a small window - fig. 9). 



Hit him w/ a gas arrow, or sneak thru the room and grab the gold bottle (50), the hammer on the pedestal (fig. 10), and the 
gem (100). In the back room you'll find another gold bottle (50), a key and a gold hammer (75). You should be able to get into the 
other rooms w/ the key. 



Start In The Northeast Corner 



First room on left: Key, crate with purse (100 gold) 

Second room on left: Tiarra (75 gold/ 50 gems), gold bottle (50 goods) in crate. 
Skip the priests room 
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• 3rd room on left: Key, healing potion 

• Go South to the dining room and grab 3 gold bottles (150 gold ttl). 

• Go thru the kitchen and head North down the hall. 

• Second room on left: Key, gold cup (25 gold) 

• Last room on left: purse (100 gold) in crate 

Head back toward the dining room and take the East stairs down to the storeroom. 



The Catacombs 

Go north to the sparring room, west down the stairs and around the hall. Go right at the bottom of the ramp and go right at the 
next four way intersection. You'll come around to a hammerite that you can gas (fig. 11). Grab the vase (100 gold) behind him - 
pass him and get the vase (100 gold) to the north. Double back and take a right/west and grab the vase (100 gold) in front of the 
hammerite. Continue west, then south in the hall. Take the next left, grab the vase (100 gold) fallen behind the coffin (fig. 12) and 
get the vase (100 gold) at the on the east ahead. Turn around and go north up the hall to the first right, then to the stairway on the 
left (fig. 13) and up to the Basement storeroom. 




Fig. 13 



The Basement 

Beware the guard patrol in this hallway. The Inquisitor's room (fig. 14) is on the South side of the hallway. He's sleeping on the 
bed- grab the silver coins (12 gold) on the table to the left, then thru to the Inquisitor's room and flip the switch to the right behind 
the rack (see fig. 7 above). Go back thru the Priest's room and to the Northeast corner of the hallway. Pick the lock on the kitchen 
door and grab 2 purses (200 gold total) and a gem (100 gems) from the crates and all the coins from the floor (371 gold ttl). In the 
back room, flip the switch above the fireplace (see fig. 6 above) and head back to the Northeast storeroom. Go up the stone stairs. 
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Fig. 14 



Remaining Switches 

Go west to the red posts, then turn North down the hall to the wooden sparring area. Head right into the garden and go left to 
the overhang, under the portion of the brick wall that sticks out, and throw the 3rd switch (see fig. 4 above). Back thru the sparring 
area and West into the graveyard, there are a total of 4 vases (500 gold ttl) and the 4th switch in top of the next to the last 
memorial (fig. 15- for switch, see fig. 5 above). At this point the Hammers will notice the missing vases and sound the alarm, so 
move quickly. Go back up the main staircase and North to the Reliquary on the right (to the East of the main chapel). Throw the 5th 
switch (see fig. 3 above) and grab the First Hammer (fig. 16). Rather than running back down the stairs, you may want to leave the 
Reliquary via the South door and jump the balcony to the garden. 




Fig. 15 Fig. 16 



The Talisman(s) 

Downstairs, go to the Southernmost point of the hallway to a room with two cells on the far side. If you have the Hammer from 
the Priest's room on this floor, the bridge will extend (fig. 17). Cross over and throw the switch on the left to open the cell on the 
right. Prepare the Wallbuilder's Prayer and step inside the cell with the Talisman's (fig. 18). Read the Prayer and grab the 
Talisman's. (Air Talisman only if playing Thief Gold; you obtained the Earth Talisman in the last mission). 




Fig. 17 Fig. 18 



Getting Out 

Jump down and head left into the Basement. Pass the prison cells and turn left in the Inquisitor's chamber. Go thru the Priest's 
room and then left in the hall to the Northwest storeroom. Around the corner in the second room, take the stone stairs (fig. 19) up 
and head East to the red posts. 
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Fig. 19 



Go North down the hall and up the main stairs, and leave heading South thru the main entrance, but don't forget the gold 
hammer on the altar in the main chapel, and the one in the foyer (150 gold ttl) on your way out. This would be the best time since 
the Hammer's are already alerted to your presence, and you've completed the other objectives. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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"When I Get Paid For This Job, I'm Gonna Retire In Style.' 

TABLE OF CONTENTS 

1) Entry/Getting The Eye 

2) The Basement 

3) Brother Murus 

4) Rosary/St. Yora's 

5) Holy Symbol/ St. Tenor's Factory 

6) Prayer Book/St. Jenel's 

7) Cemetary 

8) Getting Out 



Objectives: 

• Grab The Eye 

• Assist Brother Murus 

• Leave The Cathedral 

Loot Requirements: None 
Loot Available: 2126 
Loot Accounted For:2126 

For Complete Loot Locations, go to the Loot Map. 
For Hints and FAQ's, go to the Secrets Page. 



Entry/ Getting the Eye 

Insert the Talisman's into their respective places (fig. 1) and go inside (rumor says you can block this door with a skull and avoid 
the Brother Murus section later. But what fun would that be?). Go left, until you come to another door on the left. There are two gold 
candlesticks here (100 gold ttl). Go up the ladder to the second floor, and out the door to the right (beware the zombie). Thru the 
next door is a gold hammer (75 gold) in the window sill (fig. 2). 
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Warn 



Go back into the hallway (North) and out onto the ledge. Grab the purple goblet (50 goods), and continue North across the 
landings until you come to a staircase. Go upstairs, grab the moss arrow in the crate (the metal door is the Armory (fig. 3), but you 
won't get the key until the end of the mission). It's also a good idea to throw all the boxes in this room down to the first floor (fig. 4) 
so you can retrieve some loot listed below. 



i- ^ 



Continue across the beam into the next rooms. You will find a crate w/ a ring (100 gold), a crate w/ a gold cup (25), and a crate 
w/ 3 water arrows in the bell tower room. There is a gem (100 gems) on the next beam, and a purple goblet (50 goods) in the next 
room. Grab the body of Brother Martello (fig. 5) and throw him down to the first floor (you will need to bury him later). Jump to the 
second floor landing from here and go thru the West door. Jump or rope across and grab the Eye (fig. 6). 



This should attract quite a bit of attention, so be prepared. You'll find the vial of holy water in the room to the right of the giant 
hammer helpful (look on the floor near the fountain). Jump to the floor, grab a box and go thru the Southeast door. Grab the 
jeweled cup (15 goods) on the floor, jump up on the box and mantle to the ledge where you will find a bracelet (100 gold/ 100 gems 
- fig. 7) in the Northeast corner (you may go thru several boxes trying this- you may want to stack two if you have trouble). Go back 
to the Sanctuary, grab Martello and head out the Northwest door. 
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Fig. 7 



The Basement 

Dump Martello by the first door on the right, then go to the second door on the right and down the stairs to the basement. There 
is a Spirit and a zombie down here. Take a left/East down the hall and make the first/only left to the wine cellar. Grab 3 gold bottles 
(150 goods ttl) and the body of Brother Renault (fig. 8) whom you will also have to bury later. Take him back to the basement door 
and dump him. Head back down the hallway, passing the wine cellar and go right to the storeroom. Grab the candlestick (50 gold) 
on your left (beware the floor trap - fig. 9), and the candlestick (50 gold) in the next alcove on the left. 




Fig. 8 Fig. 9 



Grab the water arrows on the floor to your right between the two barrels, and continue thru the storeroom, going West down the 
hall. Turn left down the long hall to a vault room with 3 stacks of silver coins (36 gold ttl), 5 stacks of copper coins (25 gold ttl), and 
two silver nuggets (100 gold ttl). Continue West down the hall and throw the power switch to the left in the next room (fig. 10). 

Head North to the stairs, grab Renault and go back up to the first floor. 



ii - 



Fig. 10 



Brother Murus 

Go out the door on the left into the courtyard. Beware the Haunts and zombies in this area, but walk up to the apparition in red. 
You will be given a variety of tasks by Brother Murus (fig. 11) which will eventually consist of: 

• l)Finding his Rosary 
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• 2)Finding a holy object 

• 3)Blessing the holy object 

• 4)Finding his Prayer Book 

• 5)Finding a Candle 

• 6)Performing his Burial Ritual 

• 7)Burying Brother Martello 

• 8)Burying Brother Renault 

• 9)Killing all the Flaunts 




Fig. 11 



Unfortunately, there is no way to kill Brother Murus (without re-configuring the game...), and he holds the key to the Armory, 
which contains an explosive device you will need to get out. We will complete these tasks according to location, rather than the 
order listed above. 

While Murus is talking to you, grab the two bodies and drop them past the broken staircase to the right (the Cloister). Meet 
Murus here for your first task. (After completing each task, make sure to return to Murus so you can trigger instructions for the the 
next one.) 



Rosary/ St. Yora's 

Pass Murus and go left up the stairs to St. Yora's (fig. 12). Take a right inside and upstairs to the altar room. Grab the 3 water 
arrows on the altar and go thru the next room into the room w/ bunk beds. Go left to the wooden door and North in the hall to the 
last door on the right, thru the first room, and grab a purse (100) from the crate in the second room. Back in the hall, go South to 
the last door on the left. The Rosary is in the crate (fig. 13). 




Fig. 12 Fig. 13 



Leave the room, take the next hall on the left and pass the broken door in the floor. Go left down the stairs and pass the first hall 
on the left. Go into the office on the left and grab the purple vase (100 goods) on the shelf. Go back to the hall on the right and to 
the dining room. There are several zombies here and a patrolling Haunt. The chamber to the immediate left has a gold plate (50 
gold - where the zombie is standing), and there's a healing potion on the table in the middle of the room. Go to the kitchen in the 
North for a gold plate (50 gold) behind the island and a gold cup (25 gold -fig. 14) in the fireplace. Rope up to the rafters for a fire 
arrow. Leave the dining room to the left/East and go back to Brother Murus in the Cloister. 



Web2 



converted by Web2PDFConvert.com 





Fig. 14 



Holy Symbol/ St. Tenor's Factory 

Go East into the Cloister and left to St. Tenor's (the brick building). Go thru the foyer and left in the hall. In the smith room, grab 
the last mold on the bottom right (the hammer - fig. 15), and place it in the slot. Pull the left lever, then the right lever. Once 
finished, pull the left lever again and grab the hammer (fig. 16 - instructions on the wall). 




Fig. 15 Fig. 16 



While you are in St. Tenor's you should retrieve the candle Murus will ask for later. Go North to the metal stairs and around to 
the three legged machine. Grab the silver nugget (50 gold) behind the far leg (fig. 17), and proceed around the corner and up the 
metal ramp. At the end of the walkway, jump onto the chute and go into the workyard. Rope up to the top of the shed and get a 
purse (100 gold) and the candle (fig. 18). Go right past the chute, climb the ladder and head right/South back to Brother Murus. 




Fig. 17 Fig. 18 



Prayer Book/ St. Jenel's 

Go East into St. Jenel's. The counting room on the left has a stack of gold coins (25 gold), the main room has a gold hammer (75 
gold) in a pile of bones (fig. 19). Call up the elevator and go to the room on the left. Grab the cemetery key from the blue box (fig. 
20) and the goblet (50 goods) from the table. 
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Fig. 19 Fig. 20 



Take the elevator down to the confessional room. The third booth on the right has a zombie and a gold hammer (75 gold), and 
there are 3 moss arrows to the right of the altar. Pick the door to the left of the altar and climb the stairs to the observatory, 
stopping to grab the moss arrow and fire arrow on the first landing. Throw the holy symbol you made in the factory (the hammer) 
into the Lunar pool to bless it (fig. 21), then take it back out and head downstairs. 




Fig. 21 



Go down the Northwest ladder into the Winter tunnels. Follow the tunnels, going right at the split, and into the room with the wall 
monument. Stand on the steps to the right, and look into the top right corner at the last orange circle near the ceiling until it 
highlights (fig. 22). It opens a secret compartment on the left side of the room (fig. 23)(Renault or Martello will reveal this to you 
later). 




Fig. 22 Fig. 23 



The compartment should contain 2 moss arrows, a mine, 2 water arrows, and a vial of holy water. Leave the room to the East 
and make a left/North and use the elevator (fig. 24)to get to the library. Beware the Haunt that patrols here and grab the prayer 
book (fig. 25) from the East ledge. 
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Fig. 24 Fig. 25 



Take the elevator back down, pass the memorial room on the right, take the next left and head South to the split. Go right/West 
to the Alchemist cellar on the right. There's another Flaunt on patrol here. Grab the silver nugget (50 gold) on the left shelf, the gem 
(100 gems) on the right shelf, the holy water vial in the box, and the healing potion to it's left. Go out and turn right to the elevator. 
There are 3 water arrows in the pool. Go out the East door, turn left/North and go out the gate and West back to the Cloister and 
Murus. 



Cemetery 

Finally time to be rid of Murus (or so you think). Go back thru the Cloister and continue North, using the key from St. Jenel's to 
open the cemetery gate. Go straight through the first yard and turn right. Flead for the archway and you'll see Murus by his 
tombstone. The ritual (fig. 26) should consist of the following: 

• l)Touch the Rosary to the stone 

• 2)Place the Candle on the stone 

• 3) Read the Prayer book 

• 4)Touch the Holy Symbol to the stone 




Fig. 26 



When you're finished Murus will ask you to bury Brother Renault and Brother Martello. You should have their bodies nearby in the 
Cloister, so this won't take long. Before heading out, go to the headstone in the northwest corner of this yard and grab the gold 
hammer (75 gold fig. 27) in front of it. Bury Renault in the East yard (fig. 28). 
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There is another gold hammer (75 gold - fig. 29) at the stone directly South of his. Bury Martello in the North yard (fig. 30). Now 
if you've killed all the Haunts, you have to get out. 



Getting Out 

Grab the armory key from Murus (fig. 31) and head back to the Cloister. Mantle up the broken staircase (if you have too much 
trouble w/ this, you can go back thru St. Yora's). There's a water arrow in the Southeast pool if you need it. Take the stairs in the 
Cathedral to the third floor and unlock the armory door. Grab the fire arrow and the explosive device (fig. 32), then head back 
Northeast thru the Cloister (to the right of the stained glass window). 



Go to the gate and plant the device against the Cloister gate (fig. 33), then nail it w/ a fire arrow (fig. 34). Home free. 
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The Keepers' Chapel Walkthrough 
Escape! 



"Looks Like I'd Better Get Moving, Or Whatever Those Things Are Will Waste A Perfectly Good Rescue." 

TABLE OF CONTENTS 

1) The Easy Path 

2) The Lucrative Path 

3) The Ratman Caves 

4) The Plans 

5) More Ratman Caves 

6) The T reehouses 

7) The Spider Tunnels 

8) The Basement 

9) The Mansion 



Objectives: 

• Get your stuff back 

• Find some information on Constantine's plan for the Eye 

• Get out alive 

Loot Requirements: None 

Loot Available: (Original version): 2255 (Gold version): 4106 (amounts based on loot from preceding mission) 
Loot Accounted For: 2255 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 



THE EASY PATH 

Most people hate this level, so here is a quick and easy way out. Be warned that if you use this method, you will be absolutely broke 
at the next loadout. You can do most of this at a dead run, or by quicksaving in safe places, but you will still encounter a large 
amount of enemies along the way regardless. Grab your stuff from behind the altar and head out the South door. There is 
equipment in the window across from the balcony, and it will help to have the gas arrow on the right. Leave this room by the 
Northeast corner and go to thru the next cave and into the greystone tunnel to your right. Beware the spider, and pass two 
skeletons. At the red intersection, go to your immediate left. Beware the spider and continue to a large cave w/ two frogs, two 
bugbeasts, and a treehouse. You can kill the torches and make your way to the treehouse w/o conflict if you're careful. Rope up and 
grab the equipment, but be sure to read the book, since this is the info you're looking for. Go back the way you came, and go South 
at the red intersection. Turn right at the skeleton in the greystone tunnel. When you come to a cave w/ a big tree, turn left down the 
gravel path, then right up the next path to the red stone tunnel. When you come to a large tree on the left, go around it and through 
the 'secret passage'. Take a right/West up the path to the next gravel path, pass the spider pit and follow the tunnel to the metal 
ramp of the mansion's basement. Take the next metal ramp to the right, and follow the vine carpet to the door. Go up the steps, 
make a left into the hallway from the landing and follow the hall in a dead run to the front door. 

THE LUCTRATTVE PATH 



The Ratman Caves 

At the altar, grab your blackjack, 3 noisemakers, 2 rope arrows (fig. 1), and leave via the South door. At the balcony, shoot a 
rope arrow into the wood above the window (fig. 2). You will need to move quickly to avoid a blast from the bug beast. Also make 
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sure that you are level with the window before jumping to it or you'll fall to the ground. Reach around the corner for the gas arrow, 
then grab the gold nugget (100 gold), 6 broadheads, 2 noisemakers, 2 flashbombs, 2 gas mines, and a regular mine. 
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Use the gas arrow to take out the bugbeast as soon as possible (unless you're playing full stealth, which is nearly impossible on 
this mission). You can wage war from your position here, then grab your rope arrows and head out the South passage. Grab the 
water arrow and fruit in this cave then head back into the room you came from. There is a fire arrow on the North pedestal. Go into 
the crawl space past the ramp and shoot a rope arrow into the overhead beam (fig. 3). In this tunnel you should find a water arrow, 
and a gem (100 gem). Jump from the last window and grab the two water arrows in the vertical pool, then go South to the red cave 
and grab the fruit. Go back down to the grey tunnel on your left/East (fig. 4). 



Beware the spider and grab the gold nugget (100 gold) at the second skeleton. Continue to the water arrow. The spider lair on 
the right has a water arrow. Go back east to the moss arrow and take the tunnel on the left (fig. 5). Go thru the spider lair to the 
cave with the tree house (fig. 6). 



The Plans 

There are two frogs and two bugbeasts here that can be easily avoided by dousing the torches. Rope up to the treehouse and 




find a mine, a rope arrow, a flashbomb, a gas arrow, and 3 silver nuggets (150 gold ttl). Read the book to meet your objective (fig. 
7), then head back through the spider lair to the red 4-way intersection. 
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The lair on the left has a moss arrow. Follow the South tunnel to the East until you reach a spider lair with a water arrow and a 
gold nugget (100 gold). Go back to the passage on your left/South to the skeleton (fig. 8). The vertical pool to your left has 4 water 
arrows, but go West from here to the next cave w/ a tree (fig. 9). 



Rat man Caves Continued 

Grab the fruit and the fire arrow at it's base, then go left/South down the path. This is a very busy area, so be patient or ready to 
fight it out. Go up the next path to the right grabbing the water and moss arrow as you go. Get the fruit from the next cave, then 
turn around and go back East and then South to the next large treehouse. 



The Treehouses 

This area is also very busy with several Ratmen, a Bugbeast, and 2 fire elementals. Grab the silver nugget (50 gold) and the fruit 
on the left (note the nice dark hiding place on the left as well), then rope up to the treehouse (fig. 10). You should find a flashbomb, 
a rope arrow, 4 noisemakers, a gas mine, and 10 broadheads. Continue South to the next cave. On your left is a room with several 
fires burning (fig. 11). On the North ledge are a few water arrows, and the first fire on the right has a fire arrow. The ledges above 
lead back to the spider caves. 






Fig. 10 Fig. 11 



Continue South to the next tree house. There are two pieces of fruit and a moss arrow on the ground here, and in the tree you 
will find 2 noisemakers, a gas mine, 2 flashbombs, and a mine. Around the back to the right is a tunnel leading to a lookout over the 
next set of spider tunnels. 



The Spider Caves 

Jump down from the tree house (not the lookout) and head North. Take the first passage on the left, grab the water arrow and 
the gem (100 gem). Go right at the split and to the grey enclave which has a moss arrow and a silver nugget (50 gold -fig. 12. If you 
fall through the spider pit later- this is where you will land). There is a purse (100 gold) in the larger room and 2 water arrows in 
the vertical pool. Flead West and grab the moss arrow on the right. Look up to the grey rock for 2 silver nuggets (100 gold - fig. 13). 




Fig. 12 Fig. 13 



Go West down the path and take the first left into some more spider caves. The first cave on the left has a gold nugget (100 
gold) the cave in the middle has a water arrow, and the cave on the far right has a water arrow. Follow this lair through (fig. 14), 
grabbing the fire arrow and moss arrow along the way. Take the next right into the room with the columns (fig. 15). 




Fig. 14 Fig. 15 



The Basement 
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There are three Ratmen in patrolling near here, and two more further up the hall. Stay to the right (the room near the red 
barrels has some fruit and there's a moss arrow past the barrels). Go West up the metal ramp and West again up another metal 
ramp until you reach the orange and green vine carpet (fig. 16) which leads to the basement door. 




Fig. 16 



The Mansion 

The floor plan here is essentially the same as when you stole the sword, but the top halls and the gardens are closed off. 

There's fruit on the landing and a gold nugget (100 gold) at the top of the stairs. In the hall, go South around the corner and West to 
the tower on the left and grab the gem (100 gems) on the step (fig. 17). Go back to the bar and get the two gold bottles (100 goods 
ttl), the gold vase (100 gold) and the jeweled cup (15 goods) on the shelf behind the bar (fig. 18). 



/ * 




Fig. 17 Fig. 18 



Also grab the jeweled cup (15 goods) in the Northwest corner here (fig. 19). Go West thru the bar to the next room, grab the 
purse (275- or your total from the last mission, depending on whether you're playing the Gold version -fig. 20). 




Fig. 19 Fig. 20 



Upstairs, the room on the right has fruit and the middle room has a gas arrow. Go downstairs to the dining room and grab the 
gem (100 gems) under the table (fig. 21). There's a ratman and fruit in the adjacent kitchen. In the West hall, take a right and go to 
the last hall on the left to grab the gem (100 gems -fig. 22). 
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Fig. 21 Fig. 22 



Go South and up the stairs for a gem (100 gems) and some fruit. There's also a moss arrow on the landing. Go South in the hall 
again and take the last door on the right. There's a bugbeast in the next room. Climb the ladder (beware the ratman) and grab the 
gold nugget (100 gold) under the plant, and the two silver nuggets (100 gold ttl) in the next room. Leave via the balcony, or go to 
the front door if you don't have a rope arrow left. 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walkthrough 
Strange Bedfellows 




"It Wouldn't Hurt To Have A Few Dozen Heavily Armed Fanatics On My Side Just About Now..." 

TABLE OF CONTENTS 

1) The Hammer Temple 

2) The Priests Quarters 

3) Secret Tunnels 

4) The Element Pit 

5) Rescuing The Priest 



Objectives: 

• Find & Eventually Rescue the Hammerite High Priest 

Loot Requirements: None 
Loot Available: 100) 

Loot Accounted For: 100 

For Complete Loot Locations, go to the Loot Map. 

For Hints and FAQ's, go to the Secrets Page. 



The Hammer Temple 

Grab 15 broadheads from the quill near the entrance and go into the room on the left for 6 more. The room on the right has 6 
broadheads and a flashbomb. Go right in the hall, and work counterclockwise thru the rooms, finding 2 broadheads in each. From 
the Reliquary go West thru the main chapel and into the library study room for 2 broadheads and a flashbomb. Beware of a red 
spider in this area that shoots webs and energy darts. Go to the balcony adjacent the library and grab two more broadheads then 
circle back and go down the main stairs to the living quarters. 



The Priest Quarters 

Go left and to the 2nd room on the right for a flashbomb, then continue South down the hall. The next room to the left has 12 
broadheads. Beware the frog in the next room on the right. Continue counter clockwise in the hall past the kitchen and dining room 
to the other side. (In the downstairs Priest chambers there is a healing potion behind the pillar near the overturned desk). The first 
room on the right in this hall has a purse (100)- the only loot in the mission (fig. 1), which incidentally is useless since there's no 
loadout for the next mission. In the high priest room on the left is a healing potion and 2 mines. Head upstairs and to the main 
chapel and climb down the ladder inside the altar (fig. 2). 
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The Secret Tunnels 

There are 4 ratmen in this area. You will hear a spider in the North, but he's not guarding anything so leave him alone. Stay to 
the right, heading East until you reach a tunnel heading away to the right and you hear some spiders (fig. 3). There is a red spider 
and a regular spider here, guarding 'the Builder's Chisel' (fig. 4)which you will be asked to find as an objective later- go ahead and 
grab it now. Go back to the right into the room with the ramp and find a fire arrow in the fire, and 2 broadheads near the fallen 
bugbeast (this beast does not count as one you have to kill, if you have that objective). 



The Element Pit 

Go down the ramp to the pit area (fig. 5), 



The door on your right is inaccessible right now. Go around the pit to the other side and take the passage down to a room w/ a 
moss arrow, and a room with a fire arrow. There's a ratman patrolling the beams, another below with 3 frogs and a bugbeast. You 
will not need to descend all the way into the pit, so avoid the ratman up here, or dispatch him quietly and you won't have to deal w/ 
the others. Go straight across the beams and grab 3 water arrows in the water room, the gas arrow in the space room, then go 
down the stairs on the far left (fig. 6) to get new objectives, the key and a map from your Hammer friend (fig. 7). 
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Rescuing The Priest 

Go back to the top of the pit and to the pink door (fig. 8). Open it with the key the Flammer gave you, and stay in the shadows. 







Fig. 8 



There are several ratmen patrolling here, and a bugbeast you may need to kill. The quickest way to the lower area is thru the 
entry and the next room into the outer hall, so take the first right into the room w/ the bugbeast (fig. 9), then stay right, passing the 
bloody skeleton and bug cloud on your left, until you reach the far outer hallway. Turn right and go down the ramp (fig. 10) to the 
Ratmen caves. 




Fig. 9 Fig. 10 



Hide in the shadows and kill the fires in the room to your right. If you look closely you'll see the red clothing of the High Priest in 
the back right of this room (fig. 11). It's impossible to get him from here, so make a left and stick to the outer left wall, making your 
way clockwise through the caves. When you reach a room w/ a pink door (your exit), take the Northwest passage (fig. 12 - toward 
the bug cloud) and go North past the skeleton in the plant. 
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Go through the next room into the room with the High Priest (fig. 13). (You'll find the remaining bugbeast warming himself by a 
fire to the right, before you reach the Priest room). Grab him and head back South the way you came, keeping the skeleton and the 
bug cloud on your left. When you reach the pink door, follow the tunnel to another pink door which opens with the blue key. Drop the 
Priest at the window and the mission ends (fig. 14). 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 
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The Keepers' Chapel Walk through 
The Maw oe Chaos 




"I've Never Robbed A God Before... It' 1 1 Be A Challenge" 

TABLE OF CONTENTS 

1) Into The Maw 

2) The Ice Fields 

3) The Waterfall 

4) The T ree 

5) The Spider Lair 

6) The Portal 

7) The T rickster 



Objectives: 

• Enter the Maw of Chaos 

• Replace Constantine's Eye with the Fake 

• Destroy the Portal 

Loot Requirements: None 
Loot Available: None 



Into The Maw 

Hide in the shadow right of the arch until the bugbeast and ratman pass, then work your way down the path, taking the purple 
side roads as often as possible, where you will find several gas arrows. Be patient and the creatures will eventually move along and 
you continue on in safety. 



The Ice Fields 

The easiest way through the ice is to crouch and use the backpedal key a lot. In the first field there are 4 water arrows you will 
need to deal w/ the fire elemental's in the next section. The is one in front of and behind the crystals to the far right, one by the 
middle crystals, and one on the far side of the left crystals. Grab these and find a safe dark place on the ice (preferably against the 
left wall), before descending to the rock. There are 3 frogs here. Shoot a broadhead against a wall so they will stand still, then you 
can take them out. You'll cross a icy hill with 3 fire elementals at the bottom (fig. 1). There are 3 fire arrows on a ledge here that 
you can reach by crouching and leaning. So South to leave the fire cave. You will come to another icy hill, but stay against the right 
wall (fig. 2)so you can get the fire arrow and fruit from the ledges. Stay in the crevice when sliding down the hill, and use the 
backpedal key to avoid crashing into the crystals at the bottom. 
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The Waterfall 

Jump in the water and follow the flow. If you need to get a breath, there is a window on the right in the bottom tunnel, and a 
window on the left in the top tunnel (fig. 3). When you emerge in the pool in the ceiling, try to aim for the center of the pipe to avoid 
damage (fig. 4). 



The Tree 

Go left at the tree and look for an entrance on the right (fig. 5). There are 3 ratmen patrolling here, and some spiders inside, but 
you can run past them, into the tree and climb the red transport/ladder to the top (fig. 6), stopping to grab a few moss arrows along 
the way. 






At the top, go North up the brown/green surface (fig. 7), even though it looks too steep to climb. 
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Fig. 7 



The Spider Lair 

The best way through here is to the left, letting the spiders chase you, then when you reach the top, jump to the red 
portal/ladder to escape from them (fig. 8). Beware the energy traps in the next hall- stay in the shadows to avoid triggering them. If 
you have the original Thief, there will be a ratman at the end of this hall, but he is absent in Thief Gold. 




Fig. 8 



The Portal 

On the way to the portal, you'll pass 3 ratmen, but you can run past them and jump the gap across the lava. When you reach the 
portal (fig. 9) , find a dark spot across the lava and take out the elements in the following order: Water Arrow on the Red sphere 
Moss arrow on the white sphere Gas arrow on the green sphere Fire arrow on the blue sphere 




Fig. 9 



The Trickster 

Climb the vines and hide in the shadows. When the Trickster has his back turned, fire a few moss arrows onto the red surface 
and go 'use' the eye in your inventory (fig. 10). 
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It will replace his, and you will be given a new objective. The best place to watch the fireworks are hanging from a rope arrow 
directly above the eye, just make sure to climb before he turns around. You can also sneak to one of the ledges for a good view (fig. 
11 - 14 ). 



Travel to: Keepers' Chapel / Strategy Index / Thief-TheCircle.com (home) / Go Back 



Web2 



converted by Web2PDFConvert.com 




